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Bards from Spain at firſt deriv'd its Name, 


Both au ingenions, and a cleanly Game. 
One Gameſter leads, (the Table green as Grafs) 
Aud each, like Warriors, ſir:ve to gain the Pals. 
But in the Conteſt, e' er the Paſs be won, 
Hazzards are many into which they run. 
Thus while we play, on this Terreſtrial Stage, 


3 Nothing but Hazard doth attend each Age. 


Next here are Hazzards play'd another Way, 


By Box and Dice; tit Huxzard is the Play. 


The Bully Rock, with mangy Fiſt, aud Pox,, 
Juſtles ſome out, aud then takes up the Box. 
He throws the Main, aud cries, Who comes at 


Sev'n. £ 


Thus, with a dry Fiſt, nicks it with Elev'n. 
F ont, he raps out Oaths I dare not tell, 

Hot, piping out, and newly come from tell. 
Old Nick er-hearznp, by a Palming-trick, 
Secures the Gameſter, thus the Nicker's nickt. 


Now 7 Iriſh, or Back-Gammoners we come, 


IWho wiſh their Money, with their Men, ſ«fe 
home: 
| A But 


The Explanation of the Frontiſpiece. 


Bat, as in War, ſo in this ſubtile Play, 
The ſtragling Men are t&en up by the May. 
By ent'ring then, one reinforceth more, 
It may be, io be loſt, as thoſe before. 
By Topping, Knapping, ard fort Play, ſome win; 
But thoſe are Loſers, who ſo gain by Sin. 
After theſe Three the Cock-Pit j Su a Name; 
A Sport gentile, aud calPd a Royal Game. 
Now ſee the Gallants, crowd about the Pit, 
And moſt are ſlochbd with Money, more than Wit ; 
Eſſe ſure they wonld not, with ſo great a Stir, 
Lay Tep 70 One, oz a Cock's faithleſs Spar. 
Laſtly, obſerve the Nomen, with what Grace, 
They fit, and look their Partners ia the Face. 
N lo, from their Eyes, ſhoot Cupid's fie Darts, 
Tus make them luſe, at once, their Game aud 
Hearts. | 8 
Their winte ſoft Hands, ( wheneer the Cards 
Hey cut ) / - 
Make the Men with to change the Game 10 Putt. 
The Nomen kuow their Thonghts, then cry, 
FTunoug bh, by ; 
Le leave off Wbiſt, aud go to Putt, or Ruff. 
Ladies, cout truſt your Secrets in that Haud, 
I ho cart their own (to their great Grief ) 
command. N : 
For this, I will aſſure yon, if you do, 
In Time yon liſe your Ruff and Honour 709. 
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— Game, : 


Or, Full and Eaſy 


For Playing at above 


Twenty ſeveral GAME 8 
f Upon THE 


CARD 


WITH 


TRI cks upon the ſame, now firſt added. 
As likewiſe at 


All the GAM Es on the TABLES. 
Together with 


[ The Royal GAME of Che/5, and Billiardgh 
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Ta which is added, 


and Myſteries of Ripixe, . Racixs, . AR- 
CHERY, COCK-FIGHTING, and BOowLiNG. 


The Fir TI EDITION, with Abr ITIONS. 
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Printed for J. WII FORD at the Three Golden | 


INSTRUCTIONS 


The Gentleman's Diverſion in the Arts 


Flower-de-Luces in Little Britain. a5. 


TO THE 


R EADE Re 


READER,” 


EAT | Was once reſolved to wh 
| let this enſuing Treatiſe 


— — 


— leaf 2 of an Epiſtle to defend it 
a little from the cold Welcome it may 
meet with in its Travels; but know- 

ing that not only Cuſtom expects, but 
Neceſſity requires it, give me Leave 

to ſhew you the Motives inducing 
to this preſent Publication. 

Ir is not (III aſſure you) any pri. 
vate Intereſt of my own, that caus'd 
me to adventure on this Subject, 
but the Delight and Benefit of every 
individual Perſan ; Delight to ſuch, 
who will paſs . their ſpare Mi- 
_ nutes 


- Tothe REA D-ER. : 


nutes in harmleſs Recreation, if not 


- abuſed ; and Profit to all, who by in- 


ſpecting all manner of Games may ob- 


ſerve the Cheats, and Abuſes, and ſo 
be armed againſt the Inj any: that may 


accrue thereby. 


r there i is no Man ſo ſe- 
vere to deny the Lawfulneſs of Re- 


creation: There was never any Stozck 
found ſo cruel, either to himſelf; 


or Nature, but at ſome Time or 


other he would unbend his Mind, 
and give it Liberty to ſtray into ſome 


more pleaſant Walks, than the miry 


heavy Ways of his own four wiltul Re- 


ſolutions You may obſerve, the Hea- 


then Sages of the firſt Worid found- 
ed with their Laws, their Feaſts; with 
their Labours, their Oiymp!: cks: with 
their Warfare, their Triumphs. Nay; 
at this Day, the ſevereſt Dionyſian- 
Pedagogue will give h's Scholars their 
Play-Days, and Breakings up, with a 
Horum miſerere laborum. Fe ſum quies plu- 
rimum juvat. And the moſt covetous 
Maſters will tye their Servants but to 


certain Hours ; every Toll exacting as 


ex officto, or out of Duty, ſome Time 
: for 


_—_ avs ada ad acts; . 


To the READER. 


for Recreation. I my ſelf have ob- 


ſerved, in the Courſe of many Men, 
of exceeding ſtrict Lives and Conver- 


ſation, to whom although Severity of 
Profeſſion, I of Body, Extre- 
mity of Age, or ſuch like, have taken 


away all actual Recreation; yet have 
their Minds begot unto themſelves 
ſome Habit or Cuſtoms of Delight, 
which have in as large a meaſure gi- 


ven Contentment, whether they were 


their own, or borrowed, as if they 


had been the ſole Actors of the ſame. 
Furthermore, Recreation is not only 


lawful but neceſſary. 

I. terpene tuis interdum gaudia curic, 

Ut poſjis animi que mvis ſufferre laborem. 

So intermix your Care with Joy, you may. 
Ligbten your Labour by a little Play. | 
Now what Recreation this ſhould 
be, I cannot Nele ibe, nor is it re- 
quiſite to confine any to one Sort of 


Pleaſure, ſince herein Nature takes 
to herſelf an eſpecial Prerogative; for 


what to one is moſt pleaſant, to ano- 
ther is moſt offentive; ſome ſeeking 
to ſatisfy the Mind, ſome the Body, 


and others both, in a joint Motion. To 
| | this. 


CTY = , 


To the READER © 


this End I have laid before you, what 
Variety of Paſtimes I could collect for 
the Preſent, leaving the reſt (as you 

like theſe) to be ſupply'd ear, 
Miſtake me not, it is not my Inten- 
tion to make Gameſtere by this Col- 
lection, but to inform all, in Part, how 
to avoid being cheated by them. 

To conclude, Let me adviſe you, 
if you play (when your Buſineſs will 
permit) let not a covetous Deſire of 
winning another's Money engage you 
to the Loſing your own ; which will 
not only diſturb your Mind, but by 
the Diſreputation of being a Crameſter, 

if you loſe not your Eſtate, you will 
certainly loſe your Credit and good 
Name, than which there is nothing {| _ 
more valuable. Ry k 
| Tzvs hoping you will be thus advi- 
ſed, and will withal excuſe my Errors, I 
ſhall ever ſtudy how to ſubſcribe my. - 
felt a Well-willer to all Men, 


CON- 
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BOO K S | printed for 4 WILFORD 
at the three Flower-de-Luces in 
| Little-Britain. yy 5 


I. WO genuine additional Volumes to the 
Hiſtory of the Grand Rebellion; both 
written by the Earl of Clarenden; with his Lord- 
ſhip's Lite, Conduct, Character and Effigies pre- 
xed. | 1 | 
Val. I. Contains the Hiſtory of the Rebellion 
and Civil Wars in Jreland. Collared and com- 


pared with two Manuſcripts in the preſent Arch- 


biſhop of Dublin's Library; and proved to. be 
the ſame which Berelaſe made uſe of without Ac- 
knowledgment in his Hiſtcry of the Execrable Iriſh 
Rebellion. Vide Dr. Nalſon's Preface to the 2d 
Vol. of his Collections, and pag. 590. 


Vol. II. Conſiſts of ſome other valuable Pieces 


written likewiſe by the Earl of Clarendon; and may 
ſerve as an Appendix to his Lordſhip's Hiſtory, as 
Illuſtrating ſeveral Paſſages therein. Price 5 6. 
each Volume; either of which may be kad 
ſingle. | | 1 a 

II. England's Black Tribunal; containing the 
whole Tryal of King Charles the Firſt 3 together 


with his Deportment. and Speech on' the Scatfold, 
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Sufferings and laſt dying Speeches of all thoſe who 
were put to Death for their Loyalty, viz. the 
Earl of Strafford, Mr. Tomkins and Chaloner, Mr. 


Kniveton, Archbiſhop Laud, Dr. Rawleigh, N 
E, 


tain Burleigh, Sir Charles Lucas, Sir George Li 


Colonel Pœer, Major Pitcher, the Reverend Mr. 


Beau mont, Duke Hamilton, the Earl of — 
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BOOKS printed for J. Witrorp. 
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Hyde, Captain Baſhel, the Earl of Derby, Cap- 
tain Smkins, Sir Timothy Fetherſtonbaugh, Colonel 


Bembow, Colonel Gerard, Mr, Peter Vowel, Colo- 


nel Penruddock, Colonel Grove, Sir Henry Slingsby, 


Dr. Hewit, Colonel Aſhton ; with many others: 


The fifth Edition, much cnlarged. Price 2 5. 64. 
III. MORI AK Encomium; or the Praiſe of 
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Thomas More; all n-atly engrayen from the Deſigns 
of the celebrated Hans Holheine : To which is pre- 


fixed a Preface by the Tranſlator 3; and divers 


Copies of Commendatory Verſes. The Fourth 


Edition, in a neat Pocket Volume. Price 3 5. 


64d. | = 
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un; with the ſeveral Letters and Anſwers of 
Chancellor Hyde, the Lord Arlington, Mr. Secre- 


tary Coventry, Sir Joſeph Williamſon, Sir Philip Har- 
wick, Sir George Dewning, and other chief Miniſters 
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Compleat Gameſter. 
REESE 8 . 8 .f 166 EG HE 


Of GAMING in General. 
=37 AMING is an enchanting witch 
229 ery, gotten betwixt /dlene/s and 
[RE @y 4varice . An itching Liſeaſe, 
— that makes ſome ſcratch the 
Head, whilſt others, as if they were bitten 
by a Tarantula, ate laughing themſelves to 
death: Or laſtly, It is a paralytical diſtem- 
per, which ſeizing the Arm, the Man can- 
not chuſe but ſhake his Elbow. It hath 
this ill property above all other Vices, that 
it renders a Man incapable of proſecuting 
any ſerious Action, and makes him always 
unſatisfied with his own Condition; he is 
either lifted up to _ top of mad Joy With 


Suc- 


-#* 


2 Of Gaming in General. 
Succeſs, or plung'd to the bottom of De- 
ſpair by Misfortune, always in Extreams, 


. always in a Storm; this Minute the Game- 


ſter's Countenance is ſo ſerene and calm, 
that one wotild think nothing could diſturb 


* _ It, and the next Minute ſo ſtormy and 
E tempeſtuous, that it threatens Deſtruction 


to itſelt and others; and as he is tranſport- 
ed with Joy when he wins; ſo loſing, he 


is toſt upon the Billows of a high ſwelling 


Paſſion, till he hath loſt ſight both of Senſe 
and Reaſon. 


I have ſeen ſome Dogs bite the Stones 


which Boys have thrown at them, not re- 
garding whence they were flung ; ſo I have 
ſeen a. loſing Gameſter greedily gnawing 


the innocent Box, and ſometimes tearing 


it to pieces as an Acceſſary to his throwing 
out; nor muſt the Dice go unpuniſhed for 


not running his Chance, and therefore in rage 


are thrown on the Ground to be kick d to 
and fro b., every Body; and at laſt look'd 


upon no other than the fit Companions of 


every ſaucy Skip-jack. 


I HEN freſh Dice are called for, as 
thinking they will prove more kind than the 


former; or as if they believed ſome were 


good-natur 'd, others bad, and that every 


Bale produced a different Diſpoſition. If 


theſe run croſs too, the Box-keeper ſhall 


not go without a horrid Execration, if for 


nothing 
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Of Gaming in General. 3 
nothing elſe but that he look d ſtrictly to 
the Caſt, it may be conceiving that his very 
Eyes were capable of making them turn to 
his Diſadvantage. This reſtleſs Man (the 
miſerable Gameſter) is the proper Subject 
of every Man's Pitty. Reſtleſs I call him, 
becauſe (fach is the itch of Play) either 
winning or loſing he can never reſt ſatis- 
fied; if he wins, he thinks to win more; if 
he loſes he hopes to recover. To this Man's 
Condition the Saying of Hannibal to Mar- 
cellus may be fitly applied, that nec honam, 
nec malam fortunam ferre poteſt, he could 
not be quiet either Conqueror or Conquer- 
ed. Thus have I heard of ſome who with 
Five Pounds L won Four Hundred 
Pounds in one Night, and the next Night 
have loſt it to a Sum not half ſo much; 
others who have loſt their Eſtates, and won 
them again with addition, yet could not be 
quiet till they loſt them irrecoverably. 

AND therefore fitly was that Queſtion 
propounded, hetber Men in Ships at Sea 
ere to be accounted among the living or the 
dead, becauſe there were but few Inches be- 


Zwween them and drowning. The ſame guere 


may be made of great Gameſters, tho their 


Eſtates be never ſo conſiderable, Whether 


they are to be eſteemed poor or rich, ſince 


there are but few Cafts at Dice betwixt a 


rich Man (in that Circumſtance) and a Beg- 
8 B 2 NOW 


4 Of Gaming in General. 
NO ſince Speculation will not be con- 


vincing unleſs we ſhew ſome of the modern 


Practice; we muſt therefore lay our Scene 
at an Ordinary, and proceed to Action: 
Where note, an Ordinary is a handſome 


| Houſe, where every day about the Hour 


of Twelve, a good Dinner is prepared by 
way of Ordinary, compoſed of variety of 
Diſhes in ſeaſon, well dreſs'd, with all other 
Accommodations fit for that purpoſe; where- 
by many Gentlemen, of great Eſtates and 
good Repute, make this Place their reſort, 
who after Dinner play a while for Recrea- 
tion, both moderately and commonly, with- 
out deſerving Reproof: But here is the 
Miſchief, the beſt Wheat will have Tares 

growing among it, Rooks and Daws will 

ſometimes be in the Company of Pigeons; 

nor can real Gentlemen now-a- days ſo ſe- 
clude themſelves from the ſociety of ſuch 
as are pretendedly ſo, but that they often- 
times mix Company, being much of the 
ſame Colour and Feather, and by the Eye - 


undiſtinguiſhable. 
I T is reported of the Polypus (a Fiſh) 


that it will conform itſelf to the Colour of 


what is neareſt, for Security and Advantage: 
And ſo do theſe pretended Gentlemen at- 
tire themſelves in what is both genteel and 
fathionable, that under that diſguiſe they 


may with more facility riggle themſelves 


into 


— 


* 
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Of Gaming in Cenerull. 5 
into the Society of ſuch worthy Perſons, 
out of whom they intend to ſqueeze ſome 
ſums of Moneys by Cards, Dice, or other- 


ways. 


THESE Rooks can do little harm in the 
day-time at an Ordinary, being forc'd to 
play upon the Square, although now and 
then they make an advantage, when the Box- 
keeper goes with him, and then the Knave 
and Raſcal will violate his Truſt for Pro- 
fit, and lend him (when he ſees good) a 
Jickler ſhall do his Buſineſs ; but it diico- 
ver'd, the Box-keeper ought to be ſoundly 
kick'd for his pains: Such Practices, and 
ſometimes the Box-keeper's connivances, are 
ſo much us'd of late, that there is nothing 


near that fair-play in an Ordinary, as for- 


mens. :5- .- | 


THE Day being ſhut in, you may pro- 
perly compare this Place to thoſe Countries 
which lie far in the North, where it is as 
clear at mid-night as at noon-day : And 
tho” it is a Houle of Sin, yet you cannot 


call it a Houſe of Darkneſs, for the Candles 


never go out till Morning, unleſs the ſud- 
den fury of a loſing Gameſter make them 
extinct. © 

T Is is the time (when ravenous Beaſts 
uſually ſeek their Prey) wherein comes 
thoals of Huss, Hectors, Setters, Jilts, Pads, 


Biters, Divers, Lifters, Filers, Budgies, Drop= 
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6 Of Gaming in General. 

pers, Crofs-biters, & c. and theſe may all 
paſs under the general and common appel- 
lation of Roots. And in this particular, 
an Ordinary ſerves as a Nurſery for Tyburn; 
for if any one will put himſelf to the trou- 
ble of Qbſervation, he ſhall find, that there 
is ſeldom a Year wherein there are not ſome 
of this Gang hung as precious Jewels in the 


Ear of Tyburn Look back and you will 


find a great many gone already, God knows 
how many are to follow. 
THEsE Rooks are in continual Motion, 


walking from one Table to another, till 


they can diſcover ſome unexperienc'd young 
Gentleman, Caſhier or Apprentice, that is 
come to this School of Virtue, being unskill'd 
in the Quibbles and Devices there prac- 
tiſed; theſe they call Lambs, or Colls - 
Then do the Rooks (more properly called 
Holves) ſtrive who ſhall faſten on hint firſt, 

following him cloſe, and engaging him in 
tome advantageous Bets, and at length wor- 


ry him, that is, get all his Money; and 


then the Rooks (Rogues I ſhould have ſaid) 

laugh and grin, ſaying, the Lamb is bitten. 
SOME of theſe Rooks will be very im- 

portunate to borrow Money of you with- 


out any intention to pay you; or to go with 
you Seven to Twelve, half a Cron or more, 


whereby without a very great Chance (ten 


to one or more) he is ſure to win: If you 


are 
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Of Gaming in General, 7 

ö are ſenſible hereof, and refuſe his Propo- 

| ſition, they will take it fo ill, that if you 

A have not an eſpecial care they will pick 

1 your Pocket, nim your Gold or Silver But- 

tons off your Cloak or Coat; or it may be 

draw your filver-hilted Sword out of your 
Belt without diſcovery, eſpecially if you are 

eager upon your Caſt, which is done thus; 

the ſilver Buttons are ſtrung, or run upon: 
Cat-guts faſtened at the upper and neather 

1 end; now, by ripping both ends very in- 

| geniouſly (as they call it) give it the gentle 

) pull, and fo rub off with the Buttons; and 

af your Cloak be loole, tis ten to one but 

they have it. 

Bor that which will moſt provoke (in 

my Opinion) any Man's Rage to a juſt Sa- 

tisfaction, is their throwing many times at 

a good Sum with a dry 77/7 (as they call it) 

that is, if they nic you, tis theirs ;, if they 

ö loſe, they owe you ſo much, with many 

g other quillets: Some J have known fo abo- 

minably impudent, that they would ſnatch 

up the Stakes, and thereupon inſtantly draw, 

faying, if you will have your Money, you muſt 

Fgbit for it, for he is a Gentleman and will 

not want; however if you will be patient, 

he will pay you another time. If you are ſo 

tame to take this, go no more to the Or-- 

dinary ; for then the whole Gang will he 

ever and anon. watching an opportunity to 

B 4 make 
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make a Mouth of you in the like Nature. 
If you nick them, tis odds if they wait noet 
your coming out at Night and beat you: 

I could produce you an hundred Examples 

of this kind; but they will rarely adven- 
ture, unleſs they are back'd with ſome Bul- 
ty Haß, and Bullyz-Rocks, and others whoſe 
Fortunes are as deſperate. as their own. 
We need no other Teftimony to confirm the 
Danger of aſſociating with theſe Anthro- 


_ Fophagi or Man-eaters, than Lincolus-Iun 
Frelds, whilſt Speering's Ordinary was kept 
in Bell-Jard; and that you nee'l not want 


a pair of Witneſſes for the proof thereof, 


take in allo Covent-Garden. 

NEITHER is the Houſe itſelf to be ex- 
empted, every Night almoſt, ſome one or 
other, who either heated with Wine, or 
made cholerick with the loſs of his Money, 
raiſes a Quarrel, Swords are drawn, Box 


2nd Candleſticks thrown at one-anothers 
Head, Tables overthrown, and all the Houſe 


in ſuch a Garboyl, that it is the perfett 


Type of Hell. Happy is the Man now 
that can make the frame ofa Table or Chim- 
ney-corner his Sanctuary; and if any are 


fo fortunate to get to the Stair-head, they 


will rather hazard the breaking of their 
own Necks than have their Souls puſh'd out 


of their Bodies in the dark by they know 
not whom. 


1 


Of Craming in General. =_ 

L once obſerved one of the Deſperadoes 
of the Town (being half drunk) to preſs. a 
Gentleman very much (at Play) to lend 
him a Crown, the 2 refus'd. 
him ſeveral times, yet ftilt the Borrower 
perſiſted, and holding his Head ſome- 
what too near the Cafter'ss Elbow, 
tit chanced to hit his Noſe, the other 
thinking it to be affront enough to be de- 
nied the loan of Money without this ſight: 
touch on the Noſe, drew, and ftepping back 
(unawares to the Gentleman) made a full 
Paſs at him, intending : to have run him 
through the Body; but his drunkenneſs. 
miſguided his Hand 10 that he ran him on- 


ly through the Arm: This put the Houſe 


into ſo great a Confuſion and Fright, that 
ſome fled, thinking the Gentleman ſlain. 
This wicked Miſcreant thought not this. 
ſinfficient, but tripping up his Heels, pinn'd 
him, as he thought, to the Floor; and af- 

ter this, takes the 1 8 flyer-hi lted- 
Sword, leaving his in the Wound, and with. 
a Grand- Jury of Dammees (which: may here- 
after find him guilty at the Grea? Tribunal) 


bid all ftand off if they lov'd their Lives, 


and ſo went clear off with Sword and Li- 
berty; bnt was (notwithſtanding: the Gen- 
_ tleman's recovery) compell'd to make what 
Satisfaction he was capable of making, be- 
ſides a long Impriſonment; and was not 
B 5 | long. 
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long abroad before he was apprehended for 
Burglary, committed, TY and m_— | 
executed. | 
— Fatebere tandem 


- Nec ſurdum, nec Tirefiam quenguam wn 


Deorum. 


But to proceed on as to Play: Late at 


Night, when the Company grows thin, and 


are frequently put upon the Ignorant, or 
they are otherwiſe cheated by. Topping, Slur- 
ring, Stabbing, &c. and if you be not care- 
fal and vigilant, the Box-keeper ſhall ſcore 
you up double or treble Boxes, and tho 
you have loft your Money, dun you as ſe- 
verely for it, as if it were the juſteft Debt 
in the World. 


Rooks (as aforeſaid) you ſhall not diſtin- 
guiſh by their outward demeanor from Per- 


Evening, and obſerve who wins; if the 
winner be bublbleable, they will inſinuate 


ing his Succeſs, adviſing him to leave off 
whilſt he is well; and laftly, by civilly in- 


viting him to drink a Glaſs of Wine, where 


hhaving well warm'd themſelves, to make 
him more than half drunk, they wheadle 
him into Play ; to which if he condeſcend, 
he ſhall — have no Money left in his 
Pocket, 


Ez 

f 

4 

: 
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your Eyes dim with watching, falſe Dice 


THE more ſubtle and genterler ſort of 
ſons of Condition; theſe will fit by a whole 


themſelves into his Company, by applaud- 


N 
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Pocket, unleſs per chance a Crown the rook- 

ing Winner lent him in courtelie to bear 

his Charges homewards 
THis they do by falſe Dice, as High- 


ulhams 1 5% 6. Low- Fullams, | 23 3 $ 


By Briſtle- Dice, which are fitted for that 
purpoſe, by ſticking a Hog's-briſtle fo in the 
corners, or otherwiſe in the Dice, that 
they ſhall run high or low as they pleaſe; 
this Briſtle muſt be ſtrong and ſhort, by: 
which means the Briſtle bending, it wilk 
not lie on that ſide, but will be tript over; 
and this is the neweft Way of making a 
high or low Fullam: The old Ways are by 
drilling them and loading them with Quick- 
ſilyer; but that Cheat may be eaſily diſ- 
covered by their Weight, or holding two 
Corners between your Fore-finger and 


Thumb, if holding them ſo gently between 
your Fingers they turn, you may then con- 


clude them falſe; or you may try. their 


falſhood otherwiſe by breaking or ſplitting - | 
them : Others have made them by filing. 
and rounding z but all theſe Ways fall ſhort 
of the Art of thoſe who make them ; ſome - 
whereof are ſo admirably skilful in making 
a Bale of Dice to run what you would have 
them, that your Gameſters think they ne- 
ver give enough for their Purchaſe, if they 
prove right. They are fold in many Places 


about the Town; Price current, * 
nm 19 3 of 
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12 Of Caming in General. 
help of a Friend) 911 Shillings, whereas 
an ordinary Bale is ſold for ſix Pence; for 
my part, 1 fhall tell you plainly, I would 
have thoſe Bales of falſe Dice to be fold at 


the Price of the Ears of ſuch deſtructive 


cheat, is firſt by Palming, that is, he puts 
one Dye into the Box, and keeps the other 
in the hollow of his little Finger, which 
noting what is uppermoſt when he takes him 
up, the ſame {hall be when he throws the 
other Dye, which. runs doubtfully any Caſt. 
Obferve this, that the bottom and top of. 

all Dice are ſeven; ſo that if it be 4 above, 
it muſt be 3 at the bottom; ſo 5 and 2. 
6 and 1. Secondly, By Tapping ;, and that 
is, when they take up both Dice and ſeem 
to put them in the Box, and ſhaking the 
Box, you would think they both there, 
by reaſon of the rattling occaſioned by the 
ſcrewing of the Box, whereas one of them 
is at the top of the Box between. his two 
Fore-fingers, or ſecured by thruſting a Fore- 
finger into the Box. Thirdly, By Slurring, 
that is, by taking up your Dice, as you 
Will have them advantageouſly lie in your 
Hand, placing the one a-top the: other, not- 
caring if the uppermoft run a Mill-ſtone 
(as they uſe to ſay) if the undermoſt run 
without turning ; and therefore a ſmooth 
1 Table 
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Table is altogether requiſite for this pur- 


—n 
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poſe ; on a rugged rough Board at is a hard 


matter to be done; whereas on a ſmooth 
Table (the beſt are rubb'd over with:Bees- 
wax to fill up all Chinks and Creviſes) it 
is uſual for ſome to flur a Dye two Yards 
or more without turning. Fourthly, By 
 Knapping, that is, when you ſtrike a Dye 
dead that it ſhall not ſtir, this is beſt done 
within the Tables; where note, there is 
no ſecuring but of one Dye, although there 
are ſome who boaſt of ſecuring both: I 
have ſeen ſome. ſo dexterous at Knapping, 
that they have done it through the handle 
of a quart Pot, or over a Candle and Candle- 
ſtick : But that which I moſt admired, was 
throwing through the ſame leſs than Ames 
Ace with two Dice upon a Groat held in 
the left Hand on the one fide of the Han- 
dle a Foot diſtance, and the Dice thrown: 
with the right Hand on the other. ' 
LASTLY, By Stabbing, that is, having 
a ſmooth Box, and ſmall in the bottom, you 
drop in both your Dice in ſuch manner as 
you would have them ſticking therein by 
reaſon of its narrownels, the Dice lying one 
upon another; ſo that turning up the Box, 
the Dice never tumble; if a ſmooth Box, 
if true, but little; by which means you 
have bottom according to the tops you put 
In; for Example, If you put in your _ 
| | Q 
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14 Of Gaming in General. 
0 that two fives or two fours lie a- top, 
you have in the bottom turn'd up two zwo's, 
or two treys; 1d if Six and an Ace a-top, 
a Six and an Ace at bottom. a: 
| Now, if the Gentleman be paſt that 
Claſis of Ignoramuſſes, then they effect their 
purpoſe by Crois-biting, or ſome other dex- 
terity, of which they have all variety ima- 
ginable. A Friend of mine wondering at 
the many Slights a noted Gameſter had to 
deceive, and how neatly and undiſcoverably 
he managed his Tricks, wondering withal 
he could not do the like himſelf, finee he 
had the ame Theory of them all, and knew 
how they were done; O young Man, re- 
pied the Gameſter, there is nothing to be 
attain'd without Pains ; wherefore had you 
been as laborious as myſelt in the Practice 
| hereof, and had ſweated at it as many cold 
Winter Mornings in your Shirt as I have 
done in mine, undoubtedly you would have 
arrived at the fame Perfection. 

HERE you mult obſerve, that if theſe 
Rooks think they have met with a fare Bub- 
ble, they will purpoſely loſe ſome {mall Sum 
at firſt, that they may engage him the 
more freely to bleed (as they call ic) which 
may be at the ſecond, if noc, beware of the 
third meeting, which undler che notion of 
being very merry with Wine an.! good 
Cheer, they will make him pay for the rœaſt. 

h CON» 
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CONSIDER the further inconveniences 


of Gaming as they are rank d under theſe 
Heads. 


Fixs r, If the Houſe find you free to 
Box and a conftant -Cafter, you ſhall be 


treated with Suppers at Night, and a Caw- 


dle in the Morning, and having the Ho- 
nour to be ſtiled a Lover of the Houſe, 
whilſt your Money laſts, which certainly 
cannot be long; tor here you thall be quick- 
ty deſtroy'd under pretence of Kindneſs, as 
Men were by the Lamiæ of old; which 
you may eafily gather, if from no other 


Confideration than this; that I have ſeen 


three Perſons fit down at twelve-penny In 
and Iu, and each draw forty Shillings a- 
piece in leſs than three Hours, the Box 
hath had three Pounds, and all the three 
Gameſters have been loſers. 
SECONDLY, Conlider how many Per- 
tons have been ruined by Play; I could 


nominate a great many, ſome who have had 


great Eftates have loft them ; others ha- 
ving good Employments, have been torced 
to deſert them and hide themſelves from 
their Creditors in ſome foreign Plantation, 


dy reaſon of thoſe =_ Debts they had 
_ contracted through Play. 


_ ThaisdLy, This courſe of Late ſhall 
make you liable to fo many Affronts, and 
manitold V exations, as in time may breed 


16 Of Gaming in General. 
Diſtraction. Thus a young Fellow, not many 
years ſince, had by ſtrange Fortune, run up 
a very ſmall Sum to a thouſand Pounds, 
and thereupon put himſelf into a Garb ac- 
cordingly, but not knowing when he was 
well, fell to play again, Fortune turn'd, 
he loſt all, ran mad, and ſo died. | 
FOUR THLY, Is it not extreme Folly 
for a Man that hath a competent Eftate, 
to play whether he or another Man ſhall 
enjoy it, and if his Eftate be ſmall, then 
to hazard even the loſs of that and reduce 
himſelf to abſolute beggary; I think it mad- 
neſs in the higheſt Degree. Beſides, it 
hath been generally obſerved, that the loſs 
of one hundred Pounds ſhall do you more 
prejudice-in diſquieting your Mind, than 
the gain of two hundred Pounds ſhould do 
you good, were you fure to keep it. 
FIFTHLY, Confider not only your loſs 
of 1 ime which is invaluable, Nulla major eſt 
jactura quam temporis amiſſio, but the da- 
mage alſo. the very Watching brings to 
your Health, and in particular to the Eyes, 
confirmed by this Diſtick, 
| ( nis, 
Allia, Vina, Venus, Fumus, Taba, Lumen 
Na nocent oculis, ſed vigilare magis. 


Garlick 
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(and Light, 

Garlick, Wine, Women, Smoak ar Ire, 
Do hurt the Eyes, but Watching more the 
Sight. 


LASTLY, The further ill Conſequences 
of Gaming may be ſeen in the following 
confiderable Inſtances well vouched; tho 
to prevent diſguſt, or drawing a blemiſh 
upon any Family, I ſhall wave the men- 
tion of the Owners Names, and the Towns 
where the Eftates lie : However, the 
County may be inoffenſively ſet doryn, with | 
ſome Marks of Time 

To begin: A Gentleman in the County 
of E/ex, play'd away an Eſtate above the 
Value of 2000 l. per Annum. 

N Eſtate of 3000 I. per Annum in 707 &- 
ſhire, loſt the — Way. 

A conſiderable Eitate in Huntingdon- 
faire loſt. 

TwELVE hundred Pounds a Year in 
Berkſhire play'd for at Bowls in an After- 
noon : And when the Moiety was loft, the 

other half, ventur'd on a ſingle Game, was 
given. up for gone, and molt ſurprizingly 
_— 'd by a Bowl thrown away in De- 
Dr. .---- 

N. B. The foregoing Inſtances happen'd in 
the Reign of King Charles II. at which 
time the Legiſlature being very ſenſible of the 

defirutitve 
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deſtructive Conſequence of this Practice, made 
ſome Proviſion againſt it by an Act 16 Car. 
II. cap. C. 

AN Eſtate in Kent, of no ſmall bulk, loſt 
at Play ſince the Vear 1700. 

SEVERAL thouſand Pounds loſt, and a 
great Eſtate dipt in Suffolk. 

A Perſon of Quality, living not long 
ſince, (the late E. of O.) 3 exhau- 
ſted by this Diverſion. 5 

I ſhall now conclude with a penitential 
Sonnet, written by a Lord (a. great Game- 
ſter, a little before his Death) which was. 
in che Year 1580. 


By Iofs in Play, Men off forget 
the Duty they do owe 
To him thas did beſtow the fame, 
and thouſands Millions moe. 
T loath to hear them ſwear and flare 
when they the Main have loſt, 
Forgetting all the Byes that were 
with Cod and Holy Ghoſt : 
By. Wounds aud Nails they think to win, 
but truly tis not ſo; 
For all their frets and fumes in Sin, 
they Moneyleſs muſt go. 
There is no Wight that OP it more 
than he who wrote this Yerſe, 
ho cries Peccavi now therefore, 
his Oaths his Heart do Pierce. Pa 
her 


7e 


; 
T. 
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Therefore Example take by me 

that curſe the Iuckleſs time, 
That ever Dice mine Eyes did ſee, 

which bred in me this Crime. 
Lord, pardon me for what) is paſt, 

1 will offend no more, | 
In this moſt vile and ſinful Gaſt, 

which I will [till abhor. 


e 


E e u G . & * K - G. 
The Chavatter of a Gameſter. 


COME ſay, he was born with Cards in 


his Hands, others, that he will die ſo; 


but certainly it is all his Life, and whether 


he ſleeps or wakes, he thinks of nothing 
elſe. He ſpeaks the Language of the Game 
he plays at, better than the Language of 
his Country; and can leſs endure a So- 
leciſm in that than this: He knows no judge 


but the Groom-porter, no Law but that of 
the Game, at which he is ſo expert, all ap- 


peal to him as ſubordinate- Judges to the 


ſupream ones. He loves Winter more than. 


Summer, becauſe it affords more Gameſters; 
and Chriſimas more than any other time, 
becauſe there is more Gaming then. He 


giyes more willingly to the Butler than 
to the Poors Box, and is never more re- 
ligious than when he prays he may win. 


He 


20 Character of a Cameſter. 
He imagines he is at Play, when he is at 
Church; he takes his Prayer-book for a 
pack of Cards, and thinks he is ſhuffling 
when he turns over the Leaves. This Man 
will play like Nero, when the City is on 
Fire; or like Archimedes, when it is Sacking, 
rather than interrupt his Game. If Play 
hath reduced him to Poverty, then he is 
like one a drowning, who faſtens upon any 
thing next at hand. Amongſt other of his 
Shipwracks he hath happily loſt Shame, and 
this want ſupplies him. No Man puts his 
Brain to more uſe than he, for his Lite is a 
daily Invention, and each Meal a new Stra- 
tagem, and like a F ly, will boldly ſup at 
every Man's Cup. He will offer you a 
Quart of Sack out of his Joy to ſee you, 
and in requital of this Courteſy, you can do 
no leſs than pay for it. His Borrowings 
are like S#ub/idies, each Man a Shilling or 
two, as he can well diſpend, which they lend 
him not with hope to be repay d, but that 
he will come no more. Men ſhun him at 
length as they do an Infection: And thus 
being diſregarded and deſpis'd by every 
Body, he at laſt makes a deſpicable Exit. 
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1 OM BRE, a Spaniſh GAU. 


Ke My this Game, called Ombre, but 


SD) Renegade, at Which three only 
can play, to whom are dealt nine Cards 
a- piece, ſo that by diſcarding the Eights, 


Nines and Tens, there wall remain thir- 


teen Cards in the Stock. There is no 
Trump but what the Player pleaſeth. 
The firſt Hand hath always the Liberty to 


play or Kae after him che ſecond, «ER 


THERE 


N 


7 E R E are ſeveral Sorts of 
ont that which is the chief is called 


——. 
. 


a my 
F Woes ge re en * * ed 4 l 
Ne 17 * SEP e" 67 low AAA — * 


. . , 
* 1 A 82 
—— ' hae ä Y 
WEST. © Pogo. 5 + RS. ne + 3 I ITT tt. x rd ae 


Ee nes. „ 


. 4 N 
. LETT 
—— 


2255444 « 5 ** £48 * 
* . 


wo 
a — 
S 323 * is W. 


* * 8 ; 
* pg" of wer, 
M 


6 8 2 
=p a i <3 * RE IRS 5 2 * 


„ 


"4 5 turn eas F =D 54 44 + 
ty —— = r . 
N 


. 
r 


- w * * 0 " \ & 
I A 


— 


„ 
— — 5 


— * a — 40 * 
8 Aon e — 
o x mM Y 7 
„ „ 4 "2 * 8 e . 
_ * 1 
—— * — 
we m aft ae A * 


WS. wv * p 
WS TI RE lng OW . 
= . — 


22 Ombre, a Spaniſh Game. 

THERE are two Sorts of Counters for 
Stakes, the greater and the leſſer, which 
laſt have the ſame Proportion to the o- 
ther as a Penny to a Shilling; of the great 
Counters each Man ftakes one for the 
Game, and one of the leſſer for paſſing ; 
and for the Hand when eldeſt, and for e- 
very Card taken in one Counter. 

THERE are two Suits, black and red; 
of the black there is firſt the Spadillo, or 
Ace of Spades; the Mallillio or black 
Duce, the Baſto, or Ace of Clubs; the 
King, the Queen, the Knave, the Seven, 
the Six, the Five, Four and Three. Of 
the red Suit there is the Spadillo, Punto, 
Mallillio, Sc. | 

THE Spadillo, or Ace of Spades, is al- 
ways the firſt Card and always Trump, 
and the Baſto, or Ace of Clubs is al- 
ways third. Of the black there is ele- 
ven Trumps, of the red twelve. The 
red Ace enters into the fourth Place when 
it is Trump, and it is called Punto then, 
otherwiſe only called an Ace. | 


IE leaſt ſmall Cards of the red are 


always beſt, and the moſt of the black; 
except the Duce and red Seven, which 


are called the Millillios and always ſecond 


when Trump. The Matadors (or kil- 
ling Cards) which are the Spadillo, Mal- 


lillis and Baſto, are the chief Cards; and 
. when 
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when they are all in a Hand, the others 


pay for them three of the greater Coun- 
ters a-piece; and with theſe three for 
Foundation you may count as many Ma 


radors as you have Cards in an inter- 


rupted Series of Trumps; for all which 
the others are to pay you one Counter a- 
iece. 

HE who hath the firſt Hand hath his 
Choice ( as aforeſaid ) of playing the 
Game, of naming the Trump, and of tak- 
ing in as many and as few Cards as he 
liſt, and after him the ſecond, c. having 
demanded whether any one will play with- 
out taking in, you oblige your ſelf to take 
in though your Game be never ſo good, 
wherefore you do well to conſider it be- 
fore. ed 

Ir you name not the Trump before you 
look on the Cards which you have taken 
in, any other may prevent you and name 
what Trump they pleaſe: If you know 


not of two Suits which to name Trump 
_ firſt, the black Suit is to be preferred be- 


fore the red, becauſe there are fewer 
Trumps of it. Secondly, you were beſt 


to chuſe that Suit of which you have 


not the King, becauſe, beſides your three 
T'rumps, you have a King which is as 
good as a fourth. When you have the 
Choice of going in three Matadors, or the 

| two 
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two black Aces, with three or four other 


Trumps, if the Stakes be great you are 
to chule this laſt, as moſt like to win moſt 
Tricks; if it be but a ſimple Stake, you 
are to chuſe the firſt, becauſe the fix 


Counters you are to receive for the three 
Matadors more than countervail the four 


or five you loſe for the Game. 
HE that hath the firſt Hand is never 
to take in, nor play, unleſs he have three 


ſure Tricks in his Hand at leaſt; to un- 


derſtand which the better, know the End 


of the Game is to win moſt Tricks, whence 
he that can win five Tricks of the nine 
hath a ſure Game; or if he win four, and 


can ſo divide the Tricks as one may win 


two, the other three, if not it is either 
Codillia, or Repueſto ; ſo the Player looſeth 


and maketh good the Stakes. 


IT is called Codillio when the Player is 


beafied, and another wins more Tricks than 


he; when this takes up the Stakes, and 
the other makes it good. 
HERE note, although the other two 


always combine to make him loſe, yet 


they all do their beſt (for the common 


good) to hinder any one from winning, 


only ſtriving to make it Repueſio, which is 


when the Player wins no more Tricks 


than another, in which Caſe the Player 


_ doubles the Stake without any ones win- 


ning 


my 
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ning it, and remains ſo for the Advan- 
tage of the next Player. 

HERE note that Kings of any Stit are 
accounted as good Trumps, mean while 
all other Cards but Kings and Trumps 
are to be diſcarded. 

THE Player having taken in, the next 
is to conſider the Goodneſs of the Game, 
and to take in more or leſs for. the beſt 
Advantage of his Game; neither is any, 
for the ſaving a Counter or two, to neg- 


lect the taking in, that the other may com- 


modiouſly make up his Game with what 
Cards he hath leſt, and that no good 


Cards may lie dormant in the Stock, ex- 


cept the Player playeth without taking 
in, when they may refuſe to take in, if 
they imagine he hath all the Game. 
WIEN one hath a ſure Game in his 
Hand, he is to play without taking in, 


then the others are to give him each one 


of the great Counters, as he is to give 
them, if he play without taking in a 


Game that is not ſure, and loſeth it; if 


you win all the tricks in your Hand, or 


the Yoll, they likewiſe are to give you 
one Counter a-piece 3 but then you are 


to declare before the fifth Trick, that you 
intend to play for the Holl, tha: fo they 
keep their beſt Cards, which elſe, ſeeing 
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you win five Tricks (or the Game) they 
may careleſly caſt away. 


Ir you renounce, you are to double the 


'Stake, as allo if you have more or fewer 


Cards than nine, to which End you muft 


carefully count your Cards in dealing, and 


taking in, before you look on them : Be- 


ſides, according to the Rigour of the 


Garne, if you ſpeak any Thing tending 
to the Diſcovery thereof, either in your 


own Hand, or another (excepting Gagno) 


or play ſo, to hinder the making of Repue- 
ſto, or Codillio, you are not fit to play. 


OzsERVE, that in playing Trumps, if 
any Plays an ordinary, one, and you have 


only the three beſt Cards, or Matadors, 


ſingly or jointly in your Hands, you may 
refuſè to play them without renouncing, 


becauſe of the Priviledge which thele 


Cards have, that none but commanding 


Cards can force them out of your Hand. 

Lou are to ſay nothing when —— 
your Card, but 7 pa/s, or play, or gagno, 
or gagno del Re, when you play your 
Qucen to hinder them from taking it with 
the Ring. | 

Now ſince it is impoſſible to provide 
-againft all Accidents in the Game, only 
take notice of theie general Rules. 

FIRST never win more than one Trick 
i you cannot) win more than two, becaule 
of 


Sid nnd ans 4.5 


Obe, 4 Spin G by 


of the Advantage you give the Player by 


it, in dividing the Tricks. 

"SECONDLY; you are to win the Trick 
always from the Player if you can, un- 
lels you let it paſs for meer Advantage, 
where the ſecond 1s to let paſs to the 
third 1f he have the likelier Game to beaſt 
the Player, or if he be likelier to win it. 
There may be divers Advantages in re- 
fuſing to take the Player's Trick; but 
the chief is, if you have the Ter-aces in 


your Hand, that is, two Cards, and if you 


have the Leading, you are ſure to loſe one 
of them; if the Player lead to you, you are 
{ure to win them both. For Example, if 
you have Spadillo and Baſto in your 
Hand, and he have the Mallillio and another 
Trump, if you lead you loſe one of them; 
for either you play your Spadillo, and he 
plays the leſſer Trump upon it, and wins 
your Baſo the next Trick with his Mal- 
lillio, and ſo the contrary; whereas if he 
leads he looſeth; for if he leads his Mal- 
lillio you win it with your Spadillo, and 
with your Baſto win the other Trump, 
Se. 
IF yon are not ſure to win five Tricks, 

having only three Matadors, and Kings your 
auxiliary Cards; if you have the Leading, 


play firit a Matador or two before you 
play your Kings to fetch out his Trumps, 


C 2 which 
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1 which might have trumped them, and if 


1 you have three Matador, with two other 
. Trumps, your beſt way is to play your 
I 4 Matadors firſt to ſee where the Trumps 
N lie; if both follow, you are ſure if the 
. Trump be red, there remains only one 
. Trump in their Hands, if black, none at 


weak Game, they are to imitate cunning 
Beaſt-players in dividing the Tricks, and 
conſulting to play their Cards. To con- 
clude, lay your Tricks angle-wiſe, that 
you may with more Eaſe compute them, 


Y 
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II. PRIME RO, a Spaniſh Game. 


TT HIS Game was anciently, amongſt 
the graver Sort of Spaniards, held in 
very great Eſteem; but it continued not 


vention of the Spari;h Game, call'd Om- 
bre, the Reputation it had is quite dimi- 
niſke l, and the other in extraordinary Re- 
guelt, as having a very divertive Addi- 
tion, which the ancient Primero was de- 
feckive in. 


TRE 


LASTLY, if the Players have but a 


long fo; for ſince the late ingenious In- 
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THE main Difference between the two- 
Games, is, that Primero is play d with {ix 
Cards, and Ombre with nine; ; but as 
to the Terms or Appellations that they 
bear, they are much the ſame; Spadillo, or 
the Ace of Spades, being here as there 
counted the beſt Card; and 7wo or three 
may ſit down- to play a8 they do at that. 

TEE have, as Ombre has, Baſto the 


Ace of Clubs, Punto, for the Ace of 


Trumps, with Manillio the Seven of the 
red Cards, or Deuce of black; allo Ma- 


tadors, being Sequence of the firſt three beſt; 


Cards. 


THERE is alſo another Variation be- 
tween the Games, which gives this we 


are mentioning its Appellation, and that 
is, as at Ombre, when any one has a 
fare Game, and plays for the Yoll, Spa- 
dillo, Mallillio, or Kings, that are as good 
as 7 Trumps, with the aforeſaid Matadors, 
intitle him to win ; fo here, he that has 
Cinguo Primero, which is a Sequence of 


ve of the beſt Cards, aſſiſted with S. 


dillo, or any other valuable 75 rump, is 
ſure to be ſucceſsful over his Adverſary. 


(30 ) 
III. BA SSE, a French Game. 


1 H.1S Game, amongſt all thoſe on the 

4 1 Cards, is accounted to be the moſt 

11 Courtly, being properly, by the Underſtan- 

1 ders of it, thought only fit for Kings and 
Queens, great Princes, Noble-men, c. to 

play at, by reaſon of ſuch great Loſſes, or 
Advantages, as may pod bly be on one ſide 
or other, during the time of Play. 

IT is in its nature not much unlike our 
late Royal-Oak-Lottery ; and as that, by the 
Lottery-man's having five Figures in two 
and thirty for himſelf, muſt certainly be a 
conſiderable Profit to him in length of 
Time, ſo here the Dealer that keeps the 
Bank, having the firſt and laſt Card at his 
own Diſpoſe, and other conſiderable Privile- 
ges in the dealing the Cards, has (without 
doubt) a greater Proſpect of gaining than 
thoſe that Play: This was a Truth ſo ac- 
knowledged in Say that the King made a 
publick Edict, that the Privilege of a Zalliere, 
or one that keeps the Bank at Bayer, ſhould 
only be allow'd to Principal Cadets, or Sons 
of great Families, ſuppoſing that whoever 
was ſo befriended as to be admitted to keep 
the Bank, muſt naturally in a very ſhort 
time become Poſſeſſor of a conſiderable E- 


ſtate. I* 


BUT 
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BUT all others, for fear of ruining private: 
Perſons and Families, are confin'd Politically 
to a Twelve- penny Bank, tho' here they 

have the Liberty of ſtaking what they pleaſe. 


The Terms of the Game are theſe. 


Zailliero, The Pay, 

Croupiere, | | Alpiew, 

Punter, | | Sept-et=le-va, 

The FaJt, 4 Duinze-et-le-va, 

The Conch, rent-et-le-va, | 
The Paroli, | Hoiſſant-et-le-va, &c. 
The Mag, 11 as | 


The Explanation: of the Terms. 
1. & 7 HE Taillere is he that keeps the 


Bank, who lays down a Sum of 


Money before all thoſe that Play, to an- 
{wer every winning Card that ſhall appear 
in his courſe of Dealing. 2 8 

2. The Croupiere is one that is aſſiſtant 
to the Talliere, and ſtands by to ſuperviſe 
the loſing Cards ; that when there are a 
conſiderable Company at Play, he may 
not loſe by overſeeing any thing that might 
turn to his Profit. 


3. The Panter is a Term for every one 


of the Gameſters that Play. | 
4. The Fa}, is the firſt Card that is 


turn'd up by the Talliere, belonging to the 


whole Pack, by which he gains half the 


C4 Value: 
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Value of the Money that is laid down np- 
on every Card of that Sort by the Punters. 

5. The Couch is a Term for the firſt 
Money that every Punter puts upon each 
Card, every one that plays having a Book 
of Thirteen ſeveral Cards before him, up- 


on which he may lay his Money more or 


leſs according to his Fancy. 

6. The Paroli is a Term explain'd thus; 
that having won the Couch or firſt Stake, 
and having a mind to go on to get a Sept- 

ei-le-va, you crook the Corner of your 
Card, letting your Money lie without be- 
ing paid the value of it by the Talliere. 

7. The Maſſe is when you have won the 
Couch or firſt Stake, and will venture more 
Money upon the ſame Card, which is only 
purſuant to the Diſcretion 'of the Punter, 


who knows or ought to know the great 


Advantages the Zalliere has, and therefore 
ſhould be ſubtle enough to make the beſt 
of his own Game. 

8. The Pay is when the Punter has won 
the Couch or firſt Stake, whether a Shilling, 
Halt-crown, Crown, Guinea, or whatever 
he hays down upon his Card, and being 
fearful to make the Paroli, leaves off ; for 
by going the Pay, if the Card turns up 
wrong he loſes nothing, having won the 
Couch before; but if by this Adventure 
Fortune favours him, he wins double the 
aa that he ſtakes. 9. The 


8 . OT 


9. The Alpiew is much the ſame thing 
as the Paroli, and like that Term us'd, 
when a Couch is won by turning up, or- 
crooking the corner of the winning Card. 

To. Sept-et-le-va is the firſt great Chance 
that ſhews the Advantages of this Game, 
as for Example: If the Punter has won 
the Couch, and then makes a Paroli by 
crooking the corner of his Card, as is ſaid 
before, and going on to a ſecond Chance, 
his winning Card turns up again, it comes 
to Sepr-er-le-va, which is ſeven times as 
much as he laid down upon his Card. 
11. Duinze-et-le-va, as next in its Turn, 
is attending the Punter's Humour, who per- 
haps is reſolv'd to follow his Fancy, and 
ſtill lay his Money upon the ſame Card, 
which is done by crooking the third corner 
of his Card; which coming up by the deal- - 
ing of the Tailliere, makes him win fifteen”. 


times as much Money as he ſtak' d. 


12. Trent-et-le-va ſucceeds Quinxe-ei-le- 
va, and is mark'd by the lucky Punter, by 
crooking or bending the End of the 
fourth corner of his winning Card, which 
coming up, makes him Purchaſer of three 
and thirty times as much Money as he laid 
down. 

13. Soifſant-et-le-va is the higheſt and 
greateſt Chance that can happen in the 
Game, for it pays Sixty-ſeven times as much 

JE Money 
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Money as is ftak'd, and is ſeldom won 
but by ſome lucky Punter, who reſolves 
to puſh the Extream of his good For- 
tune to the Height: It cannot be won but 
by the Tallere's dealing the Cards over 
again, which if his winning Card turns 
up, pays him with ſuch a prodigious Ad- 
vantage. : | 

AND as I ſometimes have ſeen at the 
Royal-Oak Lottery (before mention'd) a 
Figure come up thht by ſome Guineas laid 
on it in full, by the winning eight and 
twenty Times as much has broke the 
Keeper of it, ſo by the Courage and ex- 
traordinary Luck of ſome puſhing Punter 
at this Game, ſome great Stake with $07/- 
ſant-et-le-va may turn up, and by that 
Means break the Bank. 

Bur this very rarely happens; the 
Talliere, like the , Lottery-Man being a 
great deal more likely to break the Game- 
fters than they him. The Senſe of this 
great Advantage which the Dealer has 
( ſeveral Families having been ruin'd by 
playing at it) has caus'd this Game to be 
modell'd to a twelve-penny Bank in France. 


The Order of the Game is thus. 


THEY fit down round a Table, as ma- 
ny as pleaſe, the Talliere in the midſt of 
them with the Bank of Money before 


him, 


call'd the Faye, and pays. him half the 


brings it to his Bank. 


ing after it be a Ten, then he fays (ſhew- 
ing the Cards that appear to all the Pun- 
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Him, and the Punters each having a Book 
of thirteen Cards, laying down one or two, 
three or more as they pleaſe with Money 
upon them, as Stakes, then he takes the 
Pack altogether in his Hand and turns 
them up, the bottom Card appearing is 


Value of Money laid down by the Punters 
upon any Card of that Sort, as has been 
ſaid before. I; 


De Manner of the Play is thus... 


Ar ER the Faſſe is turn'd up, and the 
Talliere and Croupiere have look d round 
the Cards on the Table, and taken half 
the Advantage of the Money laid on them, , 
he proceeds in his Deal, and. the next. 
Card appearing, whether King, Queen, 
Ace, or whatever it be, wins for the Pun- 
ter, who may receive, if he has laid Mo- 
ney on ſuch a Sort of Card, the Value, 
or making Paroli go on to a Septretle- 
da, as has been ſaid; the Card after that 

wins for the Talliere, who takes Money 
from each Punters Card of that Sort and 


IHE Talliere's Manner of Expreſſion in 


playing the Game is thus: If the win 
ning Card be a King, and the next appear- 


"MES > 
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ters round) King wins, Ten loſes, pay- 
ing the Money to ſuch Cards as are of 
the winning Sort, and taking the Money 

to ſupply his Bank from thoſe that loſe ; 

that done, he goes on with the Deal, as, 

Ace wins, Five loſes, Knave wins, Seven 

loſes, and ſo every other Card alternate- 

ly winning and loſing till all the Pack be 

dealt but the laſt Card. 

Trex laſt Card turn'd up (as I hint- * 
ed before) is an Advantage to the Tal- 
liere, becauſe by the Rule of the Game, 
which was contriv'd for his Benefit, tho 
it be turned up, and the Panter may hap- 
pen to have ſtak'd upon one of the fame 
Sort, yet it is allowed as one of his Dues 
in Relation to his Office, and he pays no- 
thing. 

THe Punter, tis certain, who is luckily 
adventurous, and can puſh on his Couch 
with a conſiderable Stake to Sept-et-le- va, 
Quinge- et- le-, Trent-et-le-va, Fc. if he 
have the Fortune to arrive at that Pitch, 
muſt in a wonderful manner multiply his 
Couch, or firſt Stake, but that is ſo ſel- 
dom done, conſidering the Frequency of 
the Punter's Loſſes in Compariſon to the 
Bank's Advantage, that the dimmeſt Eye 
may eaſily ſee without a pair of Specta- 

cles, how much and conſiderably the De- 
ſign 
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ſign of this Court Game is in Fayour of 
the Talliere. 

THE Liberty that is uſed by our Eng- 
li puſling Adventurers at this Game 
makes it. of quite another Kind than it is 
in France; for they (as has been ſaid) 
are compelled by the ſovereign Authority 
to ſtint the prodigal Humours in Punting, 
and are only to play at a twelve Penny 
Bank, where the Loſſes or Gains cannot 
be ruinous, nor ſo extravagant as to make 
a Deſolation in a Family: But here in 
England the Punters being oblig'd by no 


ſuch Confinement, have the Liberty to 


ſtake one, two, three Guineas, or more, 
upon a Card, as I frequently have ſeen 
ſome of the Nobility do at Court, which, 
the Couch being alpiew'd, or paroli'd, to 
Sept-et-le-va, Duinze-et-le-va, Trent-et-le- 
va, &c. ( which does ſometimes happen ) 
muſt needs redound extreamly to the Pun- 
zer's Profit, who by the Advantage of the 
Multiplication muſt undoubtedly raiſe his 


Couch, or Stake (if he be ſo couragious 


to make it valuable) to a very extraor- 
dinary Sum: And if he be fo befriended 
by Fortune to bring it to Soiſſant.- et-le-va, 
he is very likely to break the Bank, by 
gaining a Sum ſo bulky, that, tis probable, 
at preſent the Talliere is not able to pay. 


Bor 
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BUT this (like Snow in Summer) is a 
Rarity that happens very ſeldom, tho? it 
ſometimes has been, and therefore is in- 
deed only a Decoy for the Punter to urge 
him to venture his Stake boldly : The 
Tallere's certain Advantage for all this 
ſpecious Demonſtration of the Punter's 
Probability of winning, being plainly ob- 
vions and unan{werable, as ſhall further 
appear. a 
SUyePOSE Ten, or any other Card wins 
for the Punter, if another Ten comes up 
juſt after in the winning Card's Place, it 
does not win for him, but for the Bank, 
but if it comes up three or four Cards af- 
ter that, it wins for the Punter. If Ace 
or any other Card wins at firſt, and af- 
terwards come up again in the next win⸗ 
ning Card's Place, it does not go, but by a 
Term they have for that Part of the 
Game is ſaid to retire, till the next Op- 
portunity, becauſe by the Rule of the 
Game it muft go for the Bank before the 
Punter. * 
BUT then in Return of this, and ſub- 
tilly to gain the Eſteem of all the young 
Adventurers who are apt to ſet their 
Money briskly, if the Card happens to 
come in the next loſing Place, it does 
not loſe, becauſe it has not gone for the 
Punter, but allo retires without paying 
„ the 
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the Bank, having won a Couch, which the. 
Talliere faves, and ſhould have paid. 

Lo conclude, this Game, as the afore- 
fd Royal-Oak-Lottery was formerly, is 
of ſo tempting and decoying a Nature, 
by reaſon of ſeveral ſpecious Multiplica- 
tions and Advantages, which ſeemingly it. 
offers to the unwary Punter, that a great 
many like it ſo well, that they will in 
ſome Coffee-Houſes, and other publick 
Places, play at ſmall Game rather than 
give out; and rather than not play at all, 
will punt at a Groat, three-penny, nay a 
two- penny Bank, ſo much the Hopes of 


winning the OQuinze et-le-va, and Trent-et-- 


le-va intoxicates them; but the Judicious, 
whoſe Love of Gaming does not exceed his 
governable Underftanding, will not engage 
at it, or if he does, will play ſo warily as 
not to be drawn by the ſeeming profita- 
ble Gloſſes, fince *tis moit certain that it 
cannot be upon the Square, and that the 
Talliera if he pays you twenty Pound in one 


Night's Play, only gives you Opportunity 


in another to loſe an Hundred. 


a 7 2 C - * 


IV. PICKET. 
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EF OR E you begin the Game at 

Picket, you muſt throw out of the 
Pack the Deuces, Trays, Four, and Fives, 
* and play with the reſt of the Cards, 
which are in Number thirty and fix. 
TEE uſual Ser is an hundred, not but 
that you may make it more or leſs; the 
laſt Card deals, and the worſt is the 
Dealer's. Ty 

THE Cards are all valued according to 
the Number of Spots chey bear, the Ace 
only excepted, which wins all other Cards, 
and goes for Eleven. 

THE Dealer ſhuffles, and the other 
cuts, delivering what Number he pleaſeth 
at a Time, ſo that he exceed not four, 
nor deal under two, leaving twelve on 
the Table between them. 

HE that is the elder, having look'd o- 
ver his Cards, and finding never. a Court- 


» 2 —. 


* Theſe were the Rules of the Game when it 
was play'd with the Sixes, but however the Rules 
hold for the Game as it is play'd at preſent with - 
out the Sixes, only when it is play'd without Sixes 
the elder Hand is to take in five of the eight 


Cards in the Stock. 
Card 
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Card amomg them, ſays, I have a Blank, 
and I intend to diſcard ſuch a Number of 
Cards, and that you may ſee mine, dif 
card you as many as you intend; this 
done, the eldeſt ſhews his Cards and 
reckons ten for the Blank, then taking up 
his Cards again, he diſcards thoſe which 
4 he judgeth moſt fit: Here note, he is al- 
ways bound to that Number, which he 
firſt propounded. This being done, he 
5 takes in as many from the Stock as he 
laid out; and if it ſhould chance to fall 
out that the other hath a Blank too, the 
| younger's Blank ſhall bar the former, and 
| hinder his Picy and Repicy, tho' the eldeſt 
Hand's Blank confiſts of the biggeſt Cards. 
II is no ſmall Advantage to the eldeſt 
to have the Benefit of diſcarding, becauſe 
he may take in eight of the twelve in the 
Stock, diſcarding as many of his own for 
them, not but that if he find it more ad- 
vantagious, he may take in a leſs Num- 
ber; after this the Antagoniſt may. take 
in what he thinks fit, acquitting his Hand 
of the like Number. Here note, that 
let the Game be never ſo good, the Game- 
ſters are both obliged to diſcard one Card 
at leaſt. After the diſcarding you muſt | 
conſider the Ruff, that is, how much 1 
you can make of one Suit; the eldeſt firſt, 
and if the youngeſt makes no more, the 


Ruff 
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Ruff is good, and ſets up one for every 
ten he can produce; as for Example, 
for thirty reckon three, for forty four, 
and ſo onward ; withal take notice you are 
to count as many for thirty five as for 
forty, and as much for forty five as for 
fifty, and ſo of the reſt; but from thirty 
five to thirty nine you muſt count no more 
than for thirty five, and ſo from thirty to 
thirty four count no more than for thirty; 
and this Rule is to be obſerved in all o- 
ther higher Numbers. Z 
As for Sequences and their value after 
the Ruff is paid, the elder acquaints you 
with his Sequences (if he have them) and 
they are Tierces, Quarts, Quints, Sixieſims, 
Septieſins, FE Beam and -Neufieſms 5 28 
thus; Six, Seven and Eights; Nine, Ten, 
and Knave; Queen, King, and Ace; which 
laſt is called a Tierce. Major, becauſe it 
is the higheſt. A Quart is a Sequence of 
four Cards, a Quint of five, a Sixieſin 
of fix, c. Theſe Sequences take their De- 
nomination from the higheſt Card in the 
Sequence. It is a Tierce Major, or a Tierce 
of an Ace when there is Queen, King, 
and Ace; a Tierce of a King, when the 
King is the beſt Card; a Tierce of a 
Queen, when there is neither King nor 
Ace; and fo till you come to the loweſt 
Tierce, Which is a Tierce of an es 
ou 
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Lou muſt reckon for every Tierce three, 


tor a Quart four, but for a Quint fiiteen, 
for a Sixieſim ſixteen, and ſo upward; now. 


whatever you can make of all you muſt 
add to your Blank, and count the whole 
together. DE 
HERE note, that the biggeſt Tierce, 
Quart, or other Sequence, although there 
be but one of them, makes all the other 
leſs Sequences uſeleſs unto him, be they ne- 
ver ſo many, and he that hath the biggeſt 
Sequence, by Virtue thereof reckons all his 


leſs Sequences, though his Adverſary's Se- 


quences be greater, and otherwiſe would 
have drowned them. | 
FARTHER obſerve, that a Quart 


drowns a Tzerce, and a Quint, a Quart, and: 


fo of the reſt ; ſo that he who hath a 


Sixieſin may reckon his Tierces, Quarts, 
or Quints, though the other may happen 


to have Tierce, Quart, &c. of higher Va- 
Ine than the others are that hath the Six- 
ze/in ; trace the ſame Method in all the 
other like Sequences. This 


AFTER you have manifeſted your Se- 
quences, you come to reckon your three 
Aces, three Kings, three Queens, three. 


Knaves, or three Tens; as for Nines, Eights, 


Sevens, and Sixes, they have no Place in 


this Account: For every Ternary you 
count three, and they are in Value as it 
TTV 
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44 The Game at Picket. 
is in Sequences. Aces the higheſt and beſt, 
Kings the next, after theſe Queens, then 
Knaves, and laſt of all Tens. The higher 
drowns the lower here, as in Sequences. 

HE that hath three Aces may reckon 
three Queens, Knaves, or Tens, if he 
have them, though the other hath three 
Kings; and this is done by reaſon 
of his higher Ternary. Now he that 
hath four Aces, four Kings, four Queens, 
four Knaves, or four Tens, for each reckons 
fourteen, which is the Reaſon they are 
called © uatorzes. 

You muſt-ſhew- your Point, Quint, or 
Quart, before you play, or elſe the other 
may reckon: his, though inferior, upon 
Thewing them. S 

Now they begin to play tlie Cards, 
the elder begins and the younger follows 
in Suit, as at Whisk, and for every Ace, 
King, Queen, Knave, or Ten, he reckons 
one. Fs | 

A Card once play'd muſt not be recal- 
led, unleſs he have a Card of the ſame 
Suit in his Hand ; if the elder Hand plays 
an Ace, King, Queen or Ten, for every 
fuch Card he is to reckon one, which he 
adds to the Number of his Game be- 
fore; and if the other be able to play 
upon it a higher Card of the ſame Suit, 
he wins the Trick, and reckons one for 


his 


%, 
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his Card as well as the other. Whoſoe- 
ver wins the laſt Trick reckons two for it, 


if he win it with a Ten, but if with any Card 


under, he reckons but one; then they tell 

their Cards, and he that hath the moſt 1s 

to reckon ten for them. 
AFTER this each Perſon ſets up his 


Game with Counters, and if the Set be not 


up, deal again; now a Ser is won after 


this manner; admit that each Party is fo 


forward in his Game, that he wants but 


four or five to be up, it it fo happens that 


any of the two have a Blank, he wins the 
Ser, becauſe the Blanks are always firſt 
reckoned; but if no Blanks then comes 
the Ruff, next your Sequences, then your 


Aces, Kings, Queens, Knaves and Tens, 


next what Cards are reckoned in Play, and 
laſt of all the Cards you have won. If 
any of the Gameſters can reckon either 
in Blanks, Ruffs, Sequences, Aces, &c. up 


to thirty in his own Hand without play- 
ing a Card, and before the other can 


reckon any thing, inſtead of thirty he 
ſhall reckon ninety, and as many as he 
reckons after above Ins thirty, adding 
them to his ninety : This is known by the 
Name-of a Repicy. | 
MoREOVER, he that can make in like 
manner, what by Blank, Ruff, Sequences, &c. 


up to the ſaid Number, before the other 


| hat 
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hath play'd a Card, or reckoned any 
Thing, inftead of thirty he reckons ſixty, 
and this is called a Picy. Here note, that 
if you can but remember to call for your 
Picy, or Repicy, before you deal again, 
you ſhall loſe neither of them, otherwiſe 
you mult. 
HE that wins more than his own 
Cards reckons ten, but he that wins all 
the Cards reckons forty, and this is called 
a Caper. 
THE Rules belonging to this Game 
are theſe. If the Dealer give more Cards 
than his due, whether through Miſtake, 
or otherwiſe, it lieth in the Choice of | 
the elder Hand whether he ſhall deal a- 
gain or no, or whether it ſhall be play'd . 
Out. | CS 
HE that forgets to reckon his Blank, 
Ruff, Sequences, Aces, Kings, or the like, 
and hath begun to play his Cards, cannot c 
recal them. So it is with him that ſhew- 1 
eth not his Ruff before he play his firſt Y 
Card, loſing abſolutely all the Advantage 
thereof. . t 
HE that miſreckons any thing, and hath ( 
play'd one of Ins Cards, and his Adver- t 
lary finds at the Beginning, Middle, or I 
t 
v 
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End of the Game, that he had not what 

he reckoned, for his Puniſhment he ſhall 

be debar d from reckoning any Thing he 
| really 
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really hath, and his Adverſary ſhall reckon 
all he hath, yet the other ſhall make all 
he can in play. He that takes in more 


Cards than he diſcardeth, is liable to the 


ſame Penalty. 

HE that throws up his Cards, imagin- 
ing he hath loſt the Game, mingling them 
with other Cards on the Table, though 
afterwards he perceives his Miſtake, yet 
he is not allowed to take up his Cards 


and play them out. 


No Man is permitted to diſcard twice 
in one Dealing. 

He that hath a Blank, his Blank ſhall 
hinder the other's Picy and Repicy, al- 
though he hath nothing to ſhew but his 
Blank. 

HE that hath four Aces, Kings, Queens, 
Sc. dealt him, and after he hath diſcard- 
ed one of the four reckons che other three, 


and the other ſay to him, Js it good? he 


is bound to tell the other, if he ask him 


what Ace, King, Queen, 2 he wants. 


Ir after the Cards are cleanly cut, ei- 


ther of the Gameſters know the upper 
Card by the Backſide, notwithſtanding 


this the Cards muſt not be ſhuffled again. 
In like Manner, if the Dealer perceive 
the other hath cut himſelf an Ace, and 
would therefore ſhuffle again, this is not 


permitted; and if a Card be found faced, 


it 
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48 Lanterloo. 
it ſhall be no Argument to deal again, 
but muſt deal on; but if two be found 
faced, then may he ſhuffle again. 

LasTLY, Whoſoever is found changing 
or taking back again any of his Cards, he 
Mall loſe the Game, and be accounted a 
foul Player. 
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ANTERLOO is a Gans may be play'd 
ſeveral Ways, but I ſhall inſiſt on 
none but two; the firſt Way is thus. 
LIFT for dealing, and the beſt Putt 
Card carries it; as many may play as the 
Cards will permit, to whom muſt be dealt 
five a piece, and then turn up Trump. 
Now if tliree, four, five or fix play, they 


may la / out the Threes, Fours, Fives, 


Sixes and Sevens, to the intent they may 
not be quickly lood; but if they would 
have the Loos come faſt about, then play 
with the whole Pack. 

HAVING dealt, ſet up five Scores, or 
Chalks; and chen proceed forwards in 
your Game. 


an 


. Ac ._. 


ing hat every one will ſay, and, 
may play or not play, according as he 


| you pleaſe, 
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IE that is eldeſt Hand hath the Pri- 
vilege of paſſing by the Benefit thereof, 


that is, he hath the Advantage of hear- 
at laſt, 


finds his Game good or bad. If the El- 


dieſt faith he paſſeth, the reſt may chuſe 


whether they will play or no. 

You may play upon every Card what 
from a Penny to a Pound. 
Trumps as at Whif are the beſt Cards, 
all others in like Manner take their Pre- 
cedency from the higheſt to the lowelt. 

You muſt not revoke, if you do, you 
play all on the Table. If you play, and 
are loo'd (that is, win never a. Trick) 
you mult lay down to the Stock ſo much 
for your five Cards, as you plaid upon e- 
very one of them. 

EVERY Deal rub off a Score, and for 
every Trick yon win ſet up a Score by 
you, "Al the firſt Scores are out, to re- 
member you how many Tricks yon have 
won in the ſeveral Deals in the Game. 

ALL the Chalks for the Game being 
rub'd out, tell your own Scores, and for 
ſo many Scores or Tricks which you have 
won, ſo much as they were valued at in 
the Game, ſo much you muſt take from 


the Stock; thus muſt every one do ac- 
D cording 
* 
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cording to the Number of Tricks he 
hath won. | ER” | 

HERE note, that he who hath five 
Cards of a Suit in his Hand loos all the 
 Gameſters then playing, be they never ſo 
many, and ſweeps the Board; if there be 
two Loos he that is eldeſt Hand hath 
the Advantage. 

AS there is Cheating (as they fay) in 
all Trades, ſo more particularly intolerable 
in Gaming; as in this, for Emde, if 
one of the Gameſters have four of a ſuit 
and he wants a fifth, he may for that fifth 
make an Exchange out of his own Pocket, 
it he be skilled in the cleanly Art of 
Conveyance; if that fail, ſome make uſe 
of a Friend, who never fails to do him 
that kind Office and Favour. There are 
other Cheats to be performed, which 1 
Mall omit, ſince it is not my Buſineſs to 
teach you how to cheat, but ſo to play 
as not to be cheated. | | 


LANTERLOO another Way plaid. 


IFT for dealing as aforeſaid, and 

the beſt Put-card deals five to e- 
very one a-piece. The Dealer for his 
five Cards muſt lay down ſo many Six- 
pences, Shillings, &c. as they conclude up- 
on, q 
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on, and agree for every Card, or ſo ma- 


ny Counters being valued at either Six- 
pence or Twelve-pence, more or leſs. Af- 


ter this all muſt play ; if any be loo'd he 


muſt lay down ſo much for his Loo as 
his five Cards amount to. If any next 
dealing be loo'd he muſt lay down as 


much for his Dealing, and as much for 


his Loo. 
IF after this the eldeſt Hand paſs, the 


reſt may refuſe to play, or play if they 


think they can win a Card. 
HERE note, Itfthere be never a Loo, 


the Money may be divided by the Game- 


ſters according to the Number of their 
Tricks: If there be a Loo, the Winners 
muſt take up the Money, and he that is 
loo'd muſt lay down as much Money on 
the Board, as every one had laid down 
before, be it never ſo great a Sum, be- 
ſides the like Quantity for dealing, if he 
that was loo'd dealt. 
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VI. Englith Raf, and Honours, and 
Whiſt. 23 
UFF and Honours, (alias Slamm ) 
AN and 7Y7/f, are Games fo commonly 
own in England, in all Parts thereof, 
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that every Child almoſt of eight Years 
old hath a competent Knowledge in that 
Recreation, and therefore J am unwilling 
to ſpeak any thing more of them than 
this, that there may be a great deal of 
Art uſed in dealing and playing at theſe 
Games, which differ very little one from 
the other. : 

IN playing your Cards you myſt have 
recourſe altogether to your own Judgment 
or L iſeretion, ſtill making the beſt of a 
pad Market; and though you have but 
mean Cards in your own hand, yet you 


may play them ſo ſuitable to thoſe in 


your Partner's Hand, that he may either 


trump them, or play the beſt of that Suit 
on the Board. 


YOU ought to have a ſpecial Eye to 


what Cards are play'd out, that you may 


know by that Means either what to play, 


i you lead, or how to trump ſecurely and 


advantagiouſly. Reneging or renouncing, 
that is, not following Suit when you have 
it in your Hand, is very foul play, and 
he that doth it onght to forfeit one, or 
the Game upon a Game, and he that loſ- 
eth dealing loſech one, or a Trick, as you 

make it. 5 
AT Ruff and Honours, by ſome cal- 
led Slamm, you have in the Pack all 
the Deuces, and the Reaſon is, becauſe 
- „„ 
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rs four playing, having dealt twelve a-piece, 
at there are four left for the Stock, the up- 
8 permoſt whereof is turned up, and that is 
an Trumps. He that hath the Ace of that 
= ruf, that is, he takes in thoſe four Cards, 
ſe and lays out four other in their Lieu; the 
m four Honours are the Ace, King, Queen 


and Knave; he that hath three Honours 
in his own Hand, his Partner not having 
the fourth, ſets up eight by Cards, that 
is, two Tricks; if he hath all four, then 
fixteen, that is, four Tricks; it is all one, 
if the two Partners make them three, or 
four between them, as if one had them. 
If the Honours are equally divided among 
the Gameſters of each Side, then they 
ſay Honours are ſplit. If either Side are 
at eight Groats he hath the Benefit of 
calling, Can-ye, if he hath two Honours 
in his Hand, and if the other anſwers 
one, the Game is up, which is nine in 
all; but if he hath more than two he 
ſhows them, and then it is one and the 
fame Thing ; but if he forgets to call after fi 
playing a Trick, he looſeth the Advan- | 
tage of Can-ye for that Deal. „ 
ALL Cards are of Value as they are 
ſuperior one to another, as a Ten wins a 
Nine, if not Trumps, ſo a Queen a Knave, 
in like Manner ; but the leaſt Trump 
will win the higheſt Card of any o- 
| D 3 ther 
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ther Card, where, note, the Ace is the 
higheſt. $5 ODS 
A hiſt is a Game not much differing 
from this, only they put out the Deuces, 
and take in no Stock; and is called J/hi/# 
from the Silence that, is to be obſerved 
in the Play; they deal as before, playing 
four, two of a Side, (ſome play at two 
handed, or three handed V hiſt; if three 
handed, always two ſtrive to ſuppreſs and 
keep down the riſing Man,) I ſay they 
deal to each twelve -a-piece, and the 
Trump is the bottom Card. The Man- 
ner of crafty playing, the Number of the 
Game nine, Honours and Dignity of o- 
ther Cards are all alike ; and he that 
wins moſt Tricks is moſt forward to win 
1 - —> 
HE that can by Craft overlook his Ad- 
verſary's Game hath a great Advantage, 
for by that means he may partly know 


phat to play ſecurely ; or if he can have 


ſome petty Glimpſe of his Partner's Hand. 
There is a Way by Winking, or the Fin- 
gers, to diſcover to their Partners what 
Honours they have, as by the wink of 
one Eye, or putting one Finger on the 
Noſe, or Table, it ſignifies one Honour, 
ſhutting both the Eyes, two; placing 
three Fingers, or four on the Table, three 
or four Honours. They have ſeveral 
Ways 
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Ways of ſecuring an Fionour or more in 
the Bottom when they deal, either to 
their Partners or ſelves; if to their Part- 
ner, they place in the ſecond Lift next to 
the Top, one, two, three or four Aces, 
or Court Cards ail of a Suit, according as- 
they could get them together in the for- 
mer Deal, and place a Card of the ſame 
Suit in the Bottom, when the Cards are 
cut they muſt uſe their Hand ſo dexte- - 
roully, as not to put the Top in the 
Bottom, but nimbly place where it was 
before. | : 

IF they would ſecure Honours to them- 
ſelves, when dealing, they then place fo 
many as they can get upon theit Lap, or 
other Place undiſcerned, and after the 
Cards are cut, then clap them very neat- 
ly under. But the cleanlieſt rooking Way 
is by the Breef, that is, take a Pack of 
Cards and open them, then take out all 
the Honours, that is as aforeſaid, the. 
four Aces, the four Kings, c. then take 
the reſt, and cut a little from the Edge 
of them all alike, by which Means the 
Honours will be broader than the ret, 
ſo that when your Adverſary cuts to you, 
you are ſure of an Honour, when you 
cut to your Adverſary, cut at the Ends, 


and then it is a Chance if you cut him 


an Honour, becauſe the Cards at the 
Ma Ends 


56 Engliſh RH, and Hons, &c. 
Ends are all of a Length; thus you may 
make Breefs end-ways as well as Side- 
ways. 
THERE are a Sort of cunning Fellows 
about this City, who before they e go to 
Play will plant lalf a Dozen of theſe 
Packs (nay, ſometimes half a Score) in 
the Hands of a Drawer, who, to avoid 
being ſuſpected, will call to their Confede- 
rate Drawer for a freſh Pack of Cards, 
who brings them, as from a Shop, new; 
and ſome of theſe Packs ſhall be ſo finely 
mark'd, whereby the Gameſter ſhall plain- 
ly and certainly know every Card therein 
contained, by the outſide, although the 
beſt of other Eyes ſhall not diſcern where 
any Mark — made at all; and this 
done, with that Variety, that every Card 
of every Suit ſhall have a different diftin- 
guiſhing Mark. 
SOME have a way to lick, with a 
Slick-Stone, all the Honours very ſmooth, 
by which means he will be ſure to cut his 
Partner an Honour, and ſo his Partner to 
him again; and that is done by laying 2] 
a Fore-finger on the Top indifferent bard, | 
and giving a ſlurring Jerk to the reſt, 
which will ſlip off from the flick'd Card. 
IT is impoſſible to ſhew you all the 


* Cheats of this Game, ſince your cunning 
Gamelter 


French-Ruff. _ oy 
M Gameſter is always ſtudying new In- 
5 ventions to deceive the Ignorant. 
8 N 
O NN „ DEIX: 225 8 25 XZ 
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-3 VII. FRENCHRUFF. 
2 A T French-Ruff you muſt lift for 
A Deal, moſt or leaſt carries it ac- 
5 OY to the Agreement. of the Game- 
| ſters. 
You may play either two, four or fix 
8 of a Side, dealing to each five a- piece, 
18 either two firit, at a Time, or three, 
0 according to Pleasure. and he that deals 
* turns up Trump : The King is the high- 
= eſt Card at 7 and ſo it is higheſt 
- in all other Cards that are not Trumps; 
H. the Queen is next, the Knave next, and 
78 next to that the Ace, and all other Cards 
i follow in Preheminency, according to the 
as Number of the Pips, but all ſmall Trumps 
1 win the higheſt of any other Suit. 
My HavING tum'd up Trumps, he that 
FR, hath the Ace muſt take the Ace turn'd 
ne up, and all other Trumps which imme- 
11 diately follow that, if ſo agreed among the 
er Gameſters, laying out ſo many Cards as 


he took up in Lieu thereof. 
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AFTER this they play. To win two 


Tricks ſignifies nothing, to win three or 


four wins but one, but to win five 1s the 


winning of five. 


Ir you play at Fo#/az, (that is, the Ri- 


gour of the Play) he that deals wrong 
loſeth one and nie Deal. You are bond 


to follow Suit, and if you renounce or re- 


nege, you loſe the whole Game, if you 


ſo make it, otherwiſe but one or two, ac- 


cording to Agreement. 


HE that plays a Card that 1s trumped 


by the Follower, if the next Player hath 
none of the former Suit, he muſt trump it 


again, although he hath never a Trump in 


his Hand that can win the former I'rump, 

and fo it muſt paſs to the laſt Player. 
ALL the Players round are bound to 

win the higheſt Trump play'd if they can. 


Here note, he who playeth before his 


Turn, loſech one, unleſs it be the laſt 
Card of all. 


VIII. De ingenicus and HT Game 
of BRAG EG. 


HE Perſon appointed to have the 
eldeſt Hand, deals with the whole 


Pack about the Table, to thoſe that ſit 
Ta 


— 2 


will conſent to; 


lows: 
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and are deſirous to ſhare in the Gain and 
Diverſion. As many play at it as the Cards 
will hold ont to ſupply, he dealing three 
a-piece to each of the Gameſters at one 
Time, turning up the laſt Card all round, 
belonging to every one there. 

EAacn Gameſter is to put down _ 
Stakes, one for each Card, as much, 
as little as the Humours of the Cornea 
whether three Guineas, 
three Crowns, three Shillings, three Six- 
pences, or what other Stakes, according 
to their Qualities and Purpoſes, 1s thought 
convenient: And this being thus done, the 
Manner of playing the Game, is as fol- 


THe beſt Card turned up in the deals 


ing round, in its Degree, beginning from 


Ace, King, Oucen, Knave, and ſo down- 
wards, through all the Cards of the Per- 
ſons fitting, wins the firft Stake; and the 
Perſon who has the Luck to have it dealt 
him, is to demand it from the reft, who 
pay it accordingly, unleſs the Ace of Dia- 
monds be tucn'd up amongſt them, which 
if thewn by a Superior Authority in the 


Game, is to be prefer d, and wins the Stake. 


And note beſides, that tho'ꝰ the eldeſt 
Hand that has an Ace carries it from the 
reſt by a kind of Deſcent; yet the Ace of 
Diamonds, * the aforeſaid Authority, 

ven 
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60 The Game of Bragg. 
even in the youngeſt Hand, which is the 


laſt Card that is dealt, wins the Stake 
from any other that is turn'd up before. 
THe next Principal Matter, and the 
main Thing by which the ſecond Stake 
is to be won, is called the Bragg, which 
by the Ingenuity of its Management, 
gives the Game its Name. 'The Nature 
of it 18, that you are to endeavour to im- 
poſe upon the Judgment of the reſt that 
play, and particularly on the Perſon that 
chietly offers to oppoſe you, by boaſting 
of Cards in your Hand, whether Pair 


Royals, Pairs or others, that are better 


than his or hers that plays againſt you; 
the beſt Cards you can have really to 
bragg of, are a Pair Royal of Aces, the 
next of Kings, Queens, &c. A Pair Royal 
of any Sort, winning from any Pair .of 
the beſt Sort, as a Pair of any Sort, wins 
of any other Cards that are not Pairs. 
BUT here you are to obſerve, that 
the witty ordering of this Bragg, is the 
moſt pleaſant Part of this Game; for 
thoſe that by faſhioning their Looks and 
Geſtures, can give a proper Air to their 
Actions, as will ſo deceive an unskilful 
Antagoniſt, that ſometimes a Pair of Fives, 


Treys or Deuces, in ſuch a Hand, with 


the Advantage of his compos'd Counte- 


nance, and ſubtle Manner of over-awing 


"= 8n-4 —ͤ— 


2 the 


r ̃ oo eee A 
* 5 — 


E/) Kc — — — 


— 


The Game of Bragg. Er 


the other, ſhall out bragg a much greater 
Pair Royal, and win the Stakes with great 


Applauſe and Laughter on his Side, from 


the whole Company. 


THE Anave of Clubs is here a principal 


Favourite, as at Pam, and makes a Pair 
with any other Card in Hand, or with 
any other two Cards a Pair Royal, and is 
often in this Game very neceſſary to ad- 
vance the Credit of the Bragg, to him that 


has the Aſſurance of impoſing upon the 


Company, and by ſuch convenient Confi- 
dence, the advantage of winning the ſe- 
cond Stake. | ; 
TE third Stake is won by the Perſon 
that firſt makes up the Cards in his Hand 


one and thirty, each Ace, King, Queen, 


Knave, Fc. going for Ten, and drawing 
from the Pack, as is uſual in that Game; 
or in Lieu of the one and thirty, if his 
fortune will not oblige him, the neareft 
to it may win, he having the Privilege to 
draw, or not to draw, as he pleaſes, ac- 
cording as he finds it convenient, by the 
Cards that are in his Hand; for if he 
draws out, he loſes his third Stake. 
SOME very nice Players at this Game, 


make the Nine of Diamonds a ſecond Fa- - 


vourite Card, with the Anave of Clubs, 


to make a Pair Royal of Aces, ſo that 


thoſe 
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thoſe two joined with one natural Ace, 
ſhall win from any Pair Royal of Kings, 
Queens, Knaves, or any other Cards, but 
a Pair Royal of natural Aces. - 

THE Perſon that is fo lucky to win all 
the three Stakes, is to be rewarded by 
the whole Company of Gameſters round 
the Table, with three Stakes more, if they 
play the Strictneſs of the Game, which 
neceſſarily makes the Winnings and Lo- 
fings amount to a conſiderable Sum of 
Money ; but very often our Modern 
Gameſters wave this Particular, and out of 
a decent Regard to their Pockets, content 
themſelves with the Satisfaction of the 
Pleaſure of the Bragg, rather than truſt 
to the uncommon good Fortune of win- 
ning the three Stakes, from the reſt of 
the diſappointed Company. 

THE Deal is to go round from Perſon 
to Perſon, and by the different Manage- 
ment of the Bragg, you may find ver 

reat Diverſion, ſome doing it ſo awkard- 
ly, with ſo little Cunning, and fo ill an 
Addreſs, that the Defects or Value of 
their Game will preſently be diſcovered, 
whilſt others with a more comical Aſſurance, 
and by their ſubtle management, will wit- 
tily banter and impoſe upon their Ad- 
verſaries, and ſeldom fail of their deſign- 
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Ir is not fair for any of the Game- 
ſters, that ſit near him that makes the 


Bragg, to peep into his Hand, or by any 


mute Sign or Token to give the Oppoſer 
any Knowledge of the Cards, that he 
has in his Hand; becauſe it may chance 


that the Oppoſitions, natural to this Game, 
may draw on a conſiderable Sum of Mo- 


ney to be ſtaked down, each of the two 
that are concerned, valuing his own Cards, 


and leſſening thoſe of his Antagoniſt, as 
he thinks he has reaſon. . 
A very notable Damage, occaſioned by 


one Perſon's peeping into another's Hand, 
I once my ſelf chanced to be Spettator 
of. Some Gentlemen and Ladies were 
caſually one Evening playing at this Game, 
when one of the Gameſters, who ſeemed 
to be of the Sort of thoſe who were very 
skilful at the Game in general; but par- 
ticularly ſo, at the ſubtle Management of 
the Bragg, and by his artful Method and 
cunning Manner of Behaviour, had induc- 
ed his Competitor to believe that he re- 
folved to out- bounce him upon very low 


and infignificant Cards; but it was the 


Gentleman's good Luck at that jJuncture, 
to have in his Hand far otherwiſe than 
he imagined, having been dealt two na- 
tural Aces and the Knave of Clubbs, 


the 


bo — 


which join'd with the other two, made 
| 1 | 
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thoſe two joined with one natural Ace, 
ſhall win from any Pair Royal of Kings, 
Queens, Knaves, or any other Cards, but 
a Pair Royal of natural Aces 
THE Perſon that is ſo lucky to win all 
the three Stakes, is to be rewarded by 
the whole Company of Gameſters round 
the Table, with three Stakes more, if they 
play the Striftneſs of the Game, which 
neceſſarily makes the Winnings and Lo- 
fings amount to a conſiderable Sum of 
Money ; but very often our Modern 
Gameſters wave this Particular, and out of 
a decent Regard to their Pockets, content 
themſelves with the Satisfaction of the 
Pleaſure of the Bragg, rather than truſt 
to the uncommon . good Fortune of win- 
ning the three Stakes, from the reſt of 
the diſappointed Company. 
THE Deal is to go round from Perſon 
to Perſon, and by the different Manage- 
ment of the Bragg, you may find ver 
reat Diverſion, ſome doing it ſo awkard- 
ly, with ſo little Cunning, and fo ill an 
Addreſs, that the Defects or Value of 
their Game will preſently be diſcovered, 
whilſt others with a more comical Affurance, 
and by their ſubtle management, will wit- 
tily banter and impoſe upon their Ad- 
verfaries, and ſeldom fail of their deſign- 
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IT is not fair for any of the Game- 
ſters, that fit near him that makes the 
Bragg, to peep into his Hand, or by any 
mute Sign or Token to give the Oppoſer 
any Knowledge of the Cards, that he 
has in his Hand; becauſe it may chance 
that the Oppoſitions, natural to this Game, 


may draw on a conſiderable Sum of Mo- 


ney to be ſtaked down, each of the two 
that are concerned, valuing his own Cards, 
and leſſening thoſe of his Antagoniſt, as 
he thinks he has reaſon. 


A very notable Damage, occaſioned by 


one Perſon's peeping into another's Hand, 
IT once my ſelf chanced to be Spefator 
of. Some Gentlemen and Ladies were 


caſually one Evening playing at this Game, 


when one of the Gameſters, who ſeemed 
to be of the Sort of thoſe who were very 
skilful at the Game in general; but par- 


ticularly ſo, at the ſubtle Management of 


the Bragg, and by his artful Method and 
cunning Manner of Behaviour, had induc- 
ed his Competitor to believe that he re- 
folved to out-bounce him upon very low 
and inſignificant Cards; but it was the 
Gentleman's good Luck at that Juncture, 
to have in his Hand far otherwiſe than 
he imagined, having been dealt two na- 
tural Aces and the Knave of Clubbs, 
which join'd with the other two, made 
1 | 
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the greateſt Pair Royal that could then 


poſſibly be dealt; and conſequently pro- 
per to win alſo the greateſt Stake that 
could be laid ; he kept his Countenance 
demure, and with a Geſture neither over- 
Joy'd nor deſponding, made a Bragg of 


Half a Crown ; the other who had in 


his Hand a Pair Royal of Kings, and as 
afterwards was diſcovered, had, through 
the Imprudence of the Dealer, caſually 


ſeen an Ace or two given about to other 


Gameſters, thinking himſelf alſo as ſecure 
as poſſible, anſwers with a Crown; his 
Antagoniſt then ſets an Angel, and the 
Oppoſer immediately twenty Shillings, 
they {til raiſing the Stakes every Time, 
and vying with each other, till the ſame 
amounted to ſeven Pounds, when as ill 
Fate for one of them would have it, 
a too curious Impertinent of the Female 
Kind, who fat next to him that had 
the Aces, having a furious Itch upon 
her to know whether his repeated Bragg 
was upon a ſure Foundation or no, could 
not» forbear covertly peeping into his 


Hand, and at the View was fo ſurprized, 


that on a ſudden ſhe gave a violent Shriek, 
and by that indiſcreet and raſh Noiſe, 
gave the Gamefter with the Pair Royal 
of Kings, warning of his unavoidable Loſs, 


giving him reaſon to ceaſe the Bragg, 


and 
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and hinder the other's winning the further 


intended Stakes, which he declar'd he de- 


ſigned to raiſe and go on with, till it came 
to an hundred Pounds. If in drawing for 
one and thirty, to win the laſt Stake, up- 


on ſhewing the Cards, any two or more 


of the Gameſters ſhould happen to have 
the ſame Cards, they are permitted to 
draw again, till they get either the one 
and thirty a better Game, or loſe it by 
drawing out. And this is all I know fig- 
nificant, in the ingenious and pleaſant Game 
of Bragg. 


A ee nn wares 


IX. The Gant at CRIBBIDGE. 


oy Cribbidge there are' no Cards to 
be thrown out, but all are made 


uſe of: and the N umber of the Set is fix- 


ty one. 

TT is Advantsge to deal, by Reaſon of 
the Crib, and therefore you muſt lift for 
it, and he that hath the leaſt Card deals. 

THERE are but two Players at this 
Game, the one ſhuffles and the other cuts, 
the Bealer delivers out the Cards one by 
one, to his antagoniſt firſt, and himſelf 
laſt, till five a- piece be dealt to one ano- 

ther; 
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ther; the reſt being ſet down in View on 
the Table, each looketh on his Game, 

and ordereth his Cards for che beſt Ad- 
vantage. 

Hz that deals makes out the pelt 
Cards he can for his Crib, and the other 
the worſt, becauſe he will do him as little 
Good as he can, being his Crib; which 
Crib is four Cards, two a- piece, which 
they lay out upon the Table, not know- 


ing nor ſeeing one another's Cards, and 


then they turn up a Card from the Par- 
cel that was left * dealing, and. each of 


them may make uſe of that Card to 
help them on in their Game in Hand, and 


when they have plaid out their three Cards, 
and ſet up with —— their Games in 
their Hands, the Crib is the others the 
next Deal, and ſo they take it by turns. 
TRE Value of the Cards is thus: A- 
ny fifteen upon the Cards is two, whether 
Nine and Six, Ten and Five, King and 
Five, Seven and Eight, c. | 
A Pair. is two, a. Pair Royal ſix, 3 a 


double Pair- Royal twelve, Sequences of 


three is two, Sequences of four is four, of 


ve five, Sc. and ſo is a Fluſh of three, 


three; of four, four, &c. Knave Noddy, 
is one in Hand, and two to the Dealer ; 


that is, if you have a Knave of that Suit 


Which is turned up, it is Anave Noday. 
A Pair 


—— —̃ —-— 
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Queens, Sc. is a Pair- Royal; a double 
Pair- Royal is four Aces, four Kings, 
four Queens, c. and is twelve Games to 
him that hath them. 


HAVING look'd on your Cards, you 


count your Game after this Manner: 


Suppoſe you have in your Hand a Nine 
and two Sixes, after you have laid out 
two Cards for the Crib, that makes you 
ſix Games, becauſe there is two Fifteens 


and a Pair, by adding your Nine to the 


two Sixes, and if a Six chance to be turn- 
ed up, then you have twelve Games in 


your Hand; for though you muſt not take 
the turn'd up Card into your Hand, yet 


you may make what uſe you can of it in 
counting, ſo that the three Sixes makes 
you Six, being a Pair-Royal, and the Nine 
added to every Six, makes three Fifteens, 
which Six more added to the former, 


makes Twelve, which you muſt ſet up 


with Counters, or otherwiſe, that your 
Opponent may know what you are, tho' 
you muſt not ſee his Cards, nor he yours; 
if you think he plays foul by reckoning 
too much, you may-count them after the 
Hand is play'd. 24 


* 


Thus you have ſet up your Twelve, 


your Oppoſite, it may be, hath Four, 
Five 
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A Pair of Aces, Kings, Queens, Knaves, 
Tens, Cc. is two; three Aces, Kings, 
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Five and Six, in his Rand; that is two, 
. becauſe of Sequences of Three; then it is 
two more becauſe it is Four, Five and Six; 
again, taking in the counting Six that is 
turned up, that is in all Four, then there 
is Fifteen and Fifteen, Four and Five is 
Nine, and Six is Fifteen, and then with 
the Six turn'd up, it is fifteen more, 
which makes eight Games, this he like- 
wiſe ſets up, keeping his Cards undiſco- 
vered. Here note, he that deals not, ſets 
up Three in Lieu thereof. 

HxVING thus done, he that dealt not 
plays firſt, ſuppoſe it is a Six, if you 
have a Nine play it, that makes Fifteen, 
for which ſet up two; the next may play 
a Four, which makes Nineteen, you a 
Six twenty five, and he a Five, that is 
thirty, you being not able to come in, 
having a Six in your Hand, he ſets up 
one, ( for it is one and thirty you aim 
at in playing the Cards) becauſe he is 
moſt, and two for Sequences, Four, Five 
and Six, which were his Four, after 
the Fifteen, your Five and his Six; and 
that doth not hinder them from being 
Sequences, though the Six was play'd be- 
tween. the Four and the Five ; but if an 
Ace, Nine, King, Queen, or the like, had 
been play'd between, they had been no 
Sequences ; ſo the two for the 1 
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and the One for Thirty being moſt (as 
at One and Thirty) makes him three, 
which he muſt ſet up to the reſt of his 
Game, and in this playing of the Cards 
you may make Pairs, Sequences, Fluſbes, 
Fifteens, 'Pair-Royals, and double Parr- 
Royals, if you can, though that is rarely 
ſeen. , 

LAasTLY, you look upon your Crib, 
that is the two Cards a-piece laid out at 
firſt, which is the Dealer's; if he find no 
Games in them, nor help by the Card 
that was turned up, which he takes into his 
Hand, then he is bilk'd, and ſometimes 
it ſo happens that he is both bilk'd in Hand 
and Crib. Thus they play and deal by 
Turns till the Game of Sixty One be 
up. 

HERE note, if you get the Game be- 


fore your OR is forty five (forty four 


will not do it) you muſt then ſay, I have 
uri: ol and that is a double Game, 
for whatever you play'd with, fix e 
or a greater Sum. 


-. 


can Wh 
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x. of PUTT, and tle High Gane. 


UTT is the ordinary rooking Game 
| of every Place, and ſeems by the few 
Cards that are dealt to have no great Dif- 
ficulty in the Play, but I am ſure there 
is much Craft and Cunning in it; of 
which I ſhall ſhew as much as I under- 
ſtand. 


* IF you play at two handed Putt, (or 


if you pleaſe you may play at three 
Hands) the beſt Putt-Card deals. Hav- 
ing ſhuffled the Cards, the Adverſary cuts 
them, then the Dealer deals one to his 
Antagonift, and another to himſelf, tall 
they have three a-piece: Five up or a 
Putt is commonly the Game. The eldeſt, 
if he hath a good Game, and thinks it bet- 
ter than his Adverſary's, putts to him, if 
the other will not, or dare not ſee him. he 
then wins one, but if he will ſee him 
they play it out, and he that wins two 
Tricks, or all three, wins the whole Set ; 
but if each win a Trick, and third ty- 
ed, neither win becauſe it is Trick and 
8 ws 
SOMETIMES they play without putt- 
ing, and then the Winner is he that wins 
moſt Tricks. Here note, that in your 


playing 


£4 A on 


Of Putt, and the High Game. 71 
playing keep up your Cards very cloſe ; 
for the leaſt Dilcovery of any one of 
them 1s a great Advantage to him that 
ſees it. 1 | 

Tris Game conſiſts very much in dar- 
ing; for a right Gameſter will put bold- 
ly upon very bad Cards ſometimes, as 
upon a Five, Seven and a Nine; the o- 


tber thinking there are good Cards in his 
| Adverfary's hand, having very indifferent 7 


ones in his own, dares not ſee him; and 
ſo by going to Stock loſeth one. Here 
note, that he that once hath the Confi- 
dence to putt on bad Cards cannot recal 
his putting, by which means he frequent- 
ly pays for his Bravado. 

Tre beſt Putt-Cards are, firſt, the Trey, 


next the Deuce, then the Ace, the reſt 


follow in Preheminence thus, the King, 
the Queen, the Knave, the Ten, and fo 
onwards, to the Four, which is the mean- 
eſt Card at Putt. | 


SOME of the Cheats at Putt are done 


after this Manner. gh 
FIRST, for cutting to be ſure of a good 

Putt-Card, they uſe the Bent, the Slick, 

and the Breef; the Bent is a Card bend- 


ed in Play, which you cut; the Slick is 


when ' beforehand the Gameſter takes a 
Pack of Cards, and with a Slick-Stone 
imooths all the Putt-Cards, that * 


| 
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he comes to cut to his Adverſary with 
his Fore-Finger above, and his Thumb 
about the Middle, he flides the reſt 
of the Cards off thac which was flick- 
ed, which is done infallibly with much 
Facility; but in this there is requir'd 
Neatnels and Dexterity, for fear of a 
Diſcovery, and then your Confidence in 
this Contrivance will be vain, and of no 


Effect. 


LASTI V, the Breef in cutting is very 


Advantagious to him that cuts, and it is 
thus done. The Cheat provides, before- 
hand, a Pack of Cards, whereof ſome 
are broader than others; under ſome of 
which he plants, in Play, ſome good Putt- 
Cards, which though they ſhuffle never 
ſo much, they ſhall rarely ſeparate them; 
by which Means he that cuts ( laying 
his Fingers on the broad Card) hath 
ſurely dealt him a Putt-Card. . 

IN dealing, theſe Rooks have a Trick 
they call the Spur, and that is, as good 
Cards come into their Hand that they 
may know them again by the Out-ſide 


(and ſo diſcover the Strength or Weak- 


neſs of their Adverſary's Game) I ſay, 


ſomewhere on the Out-ſide they give them 


a gentle Touch with their Nail. 
Now when they intend to bleed a Cull 
to ſome Purpoſe whom they have ſet be- 
« 5 42 — » % 4 | fore, 
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fore (as J have related in hi? ) by flick- 
ing them or ſpurring them, that is, give 
ing them ſuch Marks that they ſhall cer- 
tamly know every Card in the Pack, and 
conſequently every Card that is in his Ad- 
verfary's Hand, an Advantage that can- 
not be greater. 

BUT if they are not furniſhel with ſuch 
Cards, and cannot accompliſh their Ends 
by the former indirect Means, without 


palpable Diſcovery, then they have Ac- 


complices who ſtand by the Innocent Call, 
look over his Game, — diſcovers what it 
is to his Adverſary; and to ſtrengthen 
cheir Intereſt by Cheating, they frequent- 
ly carry about them Treys, Deuces, Aces, 
Fe. in their Pockets, which they uſe 
as need requires, or if not, they will ſteal 
them out of the Pack whilſt they are play- 
ing, which is the ſecureſt Way, and freeſt 


| trom Diſcovery. 
LAsrTLx, they have one moſt egregi- 


ous Piece of Roguery more, and that is 
playing the High Game at Putt ; and this 
is to be done but at a ſet Meeting; and 


therefore on this depends the abſolute O- 


rerthrow of the Call that plays, or the 
Call. that is a Stander y- 

THIS High Game at Putt is thus per- 
ſormed: The Rook whilſt playing ſingles 
out the Deuces and Treys for the laſt 

E Game, 
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Game, and placeth them thus in Order, 


hiding them in his Lap or other Covert, 


firſt a Deuce, then a Trey, next a Deuce, 


then a Trey, then a Trey and a Trey; 
now ſtooping letting fall a Card or ſome o- 


ther Way, as he thall think fit, he claps 
theſe Cards fac'd at the Bottom, having 
Muffled the Cards before, and bids his 


. Adverſary cut, when he nimbly and neat- 
ly, with both his Hands, joins the divid- 


ed Cards, and then the Bottom faced 
Cards are upwards, and then he deals; 
and leaſt there ſhould be a Diſcovery made 


of the facing, he palms them as much as 


he can, nimbly paſſing the laſt Card. 
Now do the Gameſters ſmile at the 


Goodneſs of each other's Game, one ſhews 


Bis to one, the other his to another; and 
cries, who would not putt at ſuch Cards? 


The other in as brisk a Tone, fays, Come 


if you dare. What will you lay of the 
Game, ſays the Rook? What you dare, 
fays the C#//; then pauſing a while the 
Rook ſeems to conſult with his Friends, 


Who cry, they know not what to think 


on't; five Pound, cries a rooking Confe- 
derate, on. this Gentleman s Side; the Cull 
encouraged hereby, cries, ten Pounds more; 
and thus the Rook holds him in Play til 
there be a good Sum of Money on the 
Board, then anſwers the Putt of the 
now 


DF 
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now ruined Cully. They now play; the 
Cull begins with a Deuce, the Rook wins 
that with a Trey; the Rook then plays 
a Deuce, and the Cull wins it with his 


Trey; then he plays his Deuce which 


is won with a Trey; thus the Rook wins 
the Day. This Game may be plaid other- 
ways, according to Fancy: Let theſe and 
the former Cheats be a ſufficient Warn- 
ing. | 


XI. The Game at G LEE XK. 


Euces and Treys muſt be caſt out as 
L uſeleſs in this Game, then lifting for 


dealing, the leaſt Card deals. The Num- 


ber of Perſons playing muſt be three, nei- 


ther more nor leſs, and moſt frequently 
they play at Farthing, Halfpenny, or Pen- 
ny-Gleek, which in Play will amount con- 
ſiderably. e 

TE Dealer delivers the Cards by 
four till every one hath twelve, and the 
reſt are laid on the Table for the Stock, 
being in Number eight; ſeven whereof are 
bought, and the Ace is turned up; the 
turned up Card is the Dealer's; and if 


it be Tiday turned up, is four a- piece from 
each to the Dealer. kt 


; 
E 2 TE 
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TRE Ace is called 775, the Knave Tom, 
the four of Trumps Tiddy, 27b, the Ace 


is fifteen in Hand, and eighteen in play, 


becauſe it wins a Trick; Tom the Knave 
is nine, and Tiddy is four, the fifth Tow- 
ſer, and fixth 7. umbler, which, if in Hand, 
Towſer is five, and Tumble ſix, and ſo 
double if turned up, and the King and 
Queen of Trumps is three. 

TEE eldeſt Hand bids for the Stock in 
Hopes of bettering his Game, though ſome- 
times it makes it worſe: The firſt Penny 
you bid is twelve, thirteen, and ſo on; 
i at fixteen they ſay, take it, and none will 


venture more for it, he is 500 to take 


16, that is, taking in ſeven Cards, and put- 
ting out ſeven in their Stead, and muſt 
pay beſides eight to one, and eight to 
the other of the Gameſters for buying, 


if any odd Money be given, as fifteen, 
ſeventeen, or the like, the eldeſt Hand 


uſually claims it, or elſe it is given to the 
Box; but if he have Mournival, Gleek, or 


Tiddy in his Hand, after he hath taken 


in the Stock, he bates for them all, and fo 
1275 bly may gain by it, if he have a good 
and, and pay for his buying two. 
HERE yon muſt note, that if 775 be 
turned up, it is. fifteen to the Dealer, 
in reckoning after play, but he muſt not 
make uſe of it, in Play, being the Tk 
1: - ard 
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Card, for then it would make him eigh- 
teen, bernd it would win a Trick, which 
18 three more. 


NEXT you ſpeak for the Ruff, and he 
that hath moſt of a Suit in his Hand wins 


it, unleſs ſome of the Gameſters have 
four Aces, and then he gains the Ruff, 
though you have never ſo many of a 
Suit in your Hand. If any wins a Ruff 
and forgets to ſhow it before a Card plaid, 
he loſeth it, and he that ſhews wy for 
a Ruff after, ſhall have it. 

Te firſt, or eldeſt ſays, III vie the Ruff 5 
the next fays, 
PI fee it aud revie it; Lil fee your Revie, 


lays the firſt,” becauſe he hath as many in 


his Hand as another; the Middle pro- 


bably ſays, Pl not meddle with it; then 


they ſhew their Cards, and he that hath- 
moſt of a Suit wins Sixpence, or Far- 


things according to the Game of him that 
holds out longeſt, and four of the other,. 


that ſaid he would ſee it, but after re- 
fuſed to meddle with it; but if any of 
the three Gameſters ſays he hath nothing/ 
to ſay as to the Ruff, he pays but a Far- 
thing, Halt - penny, Penny, accegding as: 
the Game is aforeſaid ; and if the el- 


deſt and ſecond Hand paſs the Ruff, the 


youngeſt hath Power to double it, and 
E 3 thens 


l fee it, and the third, 
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78 The Game at GleeRx. 
then it is to be plaid for the next deal, 
aud iſ any forgets to call for the double 
Ruff, it is to be for the next Deal af: 
ter that. | 
SOMETIMES one of the Gameſters hay- 
ing all of a Suit in his Hand, bids high 
for the Ruß, and the other having four 
Aces is reſolved to bid higher, fo that it 
ſometimes amounts to ſixteen and more, 
then I ſee it and revie, ſaith one; II. 
fee it and revie, faith another, that is eight 
to the Winner, and all above is but two 
a Time, as it may be, they will fay, 7 
fee it and revie it again, and I'll ſee that 
and revie it again, faith another, for which 
Seeing and Revying they reckon but two, 
after that it is once come to eight; but 
he that hath the four Aces carrieth it 

clearly, Sc. as aforeſaid. h 
BuyinG or Bidding for the Ruft, is 
when you are in likelyhood to go in for 
Mournival Gleek, or Increaſe of Trumps, 
that ſo if you have bad Cards, you may 
fave your Buyings and your Cards too, 
whereas otherwiſe you may loſe all. 
Ir you call for either Mournival or 
Gleek, and have lay'd them out in the 
Stock, if you be taken in it, for ' forfeit, 
double what you receive. 

SOMETIMES out of Policy, or a Va- 
pour, they will vie when they * 
| above 
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above thirty in their Hands, and the reſt 1 
may have forty or fifty, and being afraid 
to ſee it, the firſt many Times wins gut 
of a meer Bravado, and this is good play, 
though he acquaint you with it here- 
after. | | 

A Mournival of Aces is eight, of Kings 
fix, of Queens four, and a Mourniyal of 
Knaves two a-P1gee. 3 
A Gleek of Aces is four, of Kings 
three, of Queens two, and of Knaves 
one a-piece, from the other two Game- ly 
zz 5 N | FR 
| A Mournival is either all the Aces, 58 
the four Kings, Queens or Knaves, 

and a Gleek is three of any of the afore- 

| „ © & 
HERE note, that twenty two are your 
Cards; if you win nothing but the Cards 
that were dealt you, you loſe ten; if 


f you have neither 2, Tom, Tiddy, King, 
Queen, Mournival nor Gleek, you loſe be- 
„ © cauſe you count as many Cards as you had 
: in Tricks, which muſt be few, by Rea- 
» * # fon of the Badnets of your Hand; if you 


have Lib, Tom, King, Queen of Trumps 
in your Hand, you have thirty by Ho- 
k nours, that is, eight above your own 
” Cards, beſides the Cards you win by them 
in play. If you have Tom only, which is 
is nine, and the King of Trumps, which 
= ; E 4 three, 
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dealt, it is requiſite to demand, 
the Gameſters will play at T:4dy, or leave 
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three, then you reckon from twelve, thir- 


teen, fourteen, fifteen, till you come to 
two and twenty, 


and then every Card wins 
ſo many Half-pence, pence, &c. as you 
play'd for; it you are under two and 
twenty you loſe as many. 

HERE note, that before the Cards are 
whether 


it out, it being a Card that is apt to be 


forgotten; and know that it is look'd up- 
on as very foul play to call for a Gleek 


of Kings, Aces, Queens or Knaves, 


when the Perſon hath but two in his 


Hands. If you diſcard wrong, i. e. lay 


out but five or fix Cards, if you call 
for any Gleek or Mournival, you loſe 
them all, if it be found out that you diſ- 


card. Let this ſuffice for this noble and 
delightful Game or Recreation. 


XII. Game at ALL FOUR S. 


LI-FOURS is a Game very much 
play'd in Kent, and very well it 

may, ſince from thence it drew its firſt 
Original; and although the Game may be 
look'd upon as trivial and inconſiderable, 
yer 


yet I have known Kentiſh Gentlemen, and 
others of very conſiderable note, who 
have plaid great Sums of Money at it, 


yet that adds not much to the Worth 
of the Game; for a man may play away 


an Eſtate at One and Thirty; as I knew 


one loſe a conſiderable Sum, at moſt, at 


three Throws. 


THIS Game, I conceive, is called, All.. 
Fours, from Higheſt, Loweſt, Jack and 
Game, which is the Set as ſome play it; 


but you may make from ſeven to fifteen, 


or more, if you pleaſe, but commonly ele- 


ven. 


THERE are but two can play at it at 


a Time, and they muſt lift for Dealing, 


the higheſt Putt-Card deals, who delivers 
to his Adverſary three Cards, and to him 
ſelf the like, and the like again; and 
having fix a- piece, he turns up a Card. 
which is Trump; if jack (and that is 


any Knave ) it is one to the Dealer. 


IF he, to whom the Cards were dealt, 
after Peruſal of his Game, like them not, 
he hath the Liberty of begging one; if the 


Dealer refuſe to give one, then he deals 


three a- piece more; but if he then turns 
up a Card of the ſame Suit, he deals 


further till he turns up a Card of another 
Suit. e 


E's HERE 
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HERE note, that an Ace is four, a 
King is three, a Queen is two, a th 
one, and a Ten is ten. Ef 
Now you muſt play down your Cards, 
but to what Advantage I cannot here pre- 
{cribe, it muſt be according to the Cards 
vou have 3 in your Hand managed by your 
Judgment, to the beſt Advantage. 
HAVING play'd your Cards, you rec- 
kon, it you are Higheſt and Loweſt, of 
what is Trumps, you reckon two ? if you 
are only Higheft but one, and the like of 
Jack and Game; ſometimes you are High- 
eſt, Loweſt, Jack and Game, and then 
you muſt reckon four ; z. the Game is he 
that tells moſt after the Cards are play'd, 
and therefore a Ten is a very Ggmificant 
Card; which crafty Gameſters know ſo well, 
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HERE note, That he that wins Jack, * 
wins one alſo; and furthermore obſerve, H 
that for Advantage reneging is allowable, A 

5 
V 


: that they will frequently take. out of a 1 
| Pack of Cards, two Tens, and hide 

Z them contrary to the Knowledge of the t 
'Y other, which is a great Advantage to this I 
fl foul Player, if he play of the i me Suit k 
| of theſe Tens, he hath abſconded ; for it +] 
' muſt of neceſſity ſecure him from loſing p 
| the Game. . 


if you have Trumps in your Hand to 
trump it. 
THERE 


_ reſt of Cards are beſt according to their 
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THERE is another Sort of All- Fours, 
called Running- All- Fours, at which they 
play One and Thirty up; and in this Game 
the Dealer hath a great Advantage, for 
if he turn up an Ace, it is four, a King 
three, a Queen two, and a Knave one; 
and theſe are the ſame alſo in Play. A 
Ten is the beſt Card for making up. 


eee ke 
XIII. FIVE CAR D. 


Ive-Cards is an Jriſh Game, and is 
much play'd in that Kingdom, and 
that for conſiderable Sums of Money, as 
All-Fours is play'd in Kent, but there is 
little Analogy between them. 
THERE are but two can play at it, and 
there are dealt five Cards a-piece. The 
leaſt of the Black, and the moſt of the 
Red wins. The Ace of Diamonds is the 
the worſt of the whole Pack; unleſs it 
prove to be Trump. 
IHE five Fingers (alias, five of Trumps) 
is the beſt Card in the Pack; the Ace of 
Hearts 1s next to that, and the next is the 
Ace of 'Frumps, then the Knave, and the 


Value in Pips, or as they are Trumps. 
45 BEFORE 


. . 
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BEFORE you play ask whether he will 
Foe it, if he ſpeaks affirmatively turn up 
the next Card of the Pack under that firſt 
turned up, and that maſt; be Trumps; if 
not play it out: He that wins moſt Cards 
wins five, but he that wins all, wins ten. 
OBSERVE, that the Ace of Hearts wins 
the Ace of Trumps, and the Five- fingers 
not only wins the Ace of Trumps, but 

of allo all other Cards whatever. 


SB ggg 8e NESS e 


AV. 04 Crame called, COSTL * 
1 COLOURS 


1 HIS" Game is to be plaid. out only 
by two Perſons, of which the eldeſt 
is to play firſt as in other Games. Lou 
muſt deal off three a- piece, and turn up the 
next Card following; then the eldeſt is to 
take his Choice whether he will Mag g 
(that is change a Card, or no) and Wwho- 
ever refuleth. is to give the other one 
Chalk or Hole,/of which generally. three- 
ore and one makes the Game. Then 
mult the-eldeſt play, and the other, if he 
l can, muſt make it up fifteen, for which 
N he ſhall ſet up as many Holes, or Chalks, 
| as there are Cards upon the Table; ſo 
* tor fire and twenty, and alſo as 
many 
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many Cards as are plaid to make up thir- 
EY ty, no more or leſs, ſo many Chalks may 
be ſet up who play'd laſt, to make up one 
and tlurty ; and if one and thirty be not 
made, then he that play'd laſt, and 1s 
neareſt one and thirty, without making 
out, muſt {et up one, which is called, ſet- 
ting up one for the latter. , 

T IuIs being done, the eldeſt muſt ſhow 
how many Chalks he hath in his Hand "i 
to ſet up, and after him the youngeſt, 1 
which they muſt reckon in this Manner, 1 
taking notice both of the Colour and Num- 

ber of Pips upon the Card turned up, as 
thoſe in their Hands, ſtill reckoning as 
many for all the fifteen and five and twen- 

ty as there go Cards to make the Num- 

ber; and if you have it by Chance in your 

Hand, and with the Card turned up, one 

and thirty, then you muſt ſet up four 

for that: You muſt alſo ſet up if you 
have them in your Hands, or can make 

them ſo in the Card turned up, as fol- 

loweth, two for a Pair, be they either 

Coat-Cards, or others; two for a Knave, 

and if a Knave of the ſame Colour and 

” Suit of the Card turned up, then you muſt 
| ſt up four; and ſo for a Deuce four, if 
it be of the ſame Colour turned up: If 

ou have three of a Sort, either Three, 


Fours, Fi ives, Sixes, or Coat-Cards, you 
muſt 
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86 The Game called Coſtly-Colotrs. 


muſt ſet up nine, and this is called a Pair 
Royal: Now if they are all either Hearts, 
Diamonds, or the like, then you muſt ſet 
up fix for Coftly-Colours, If you have 
three of a Colour, you can reckon but two 


for Colours. 


WHOSOEVER dealt, if he turned up 
either Deuce or Knave, he muſt ſet up 
four for it ; as for Example, imagine you 


had dealt your Adverſary three Cards, 


viz. the Five of Hearts, four of Hearts, 
and eight of Hearts; to your ſelf the 
Deuce of Hearts, ſeven of Clubs, and 
nine of Hearts. Laſtly, you turn up a 
Card, which is the Knave of Hearts, 


for which you muſt ſet up four; then 


becauſe he will not .ask you to change 
one, he gives you one, which you muſt 

ſet up, and then he plays; ſuppoſe it 
be his Five of Hearts, you then play 
your Seven of Clubs, which makes twelve, 
then he plays his Eight of Hearts, 
which makes twenty ; then you play 
your Nine of Hearts, which makes twen- 
ty nine; and becauſe he cannot come in 
with his Five of Hearts, you muſt play 
your Deuce of Hearts, which makes 
you one and thirty. For your Five 


you muſt ſet up five, then he muſt ſet 


up what he hath in his Hand, which 
you will find to be but fix, for he hath 
- | 1 


8 


Bone-Ace. 
nothing in his Hand but Co/ly-Colours 
Then muſt you ſet up your Games, which 
firſt are two for your Nine of Clubs, and 
Nine of Hearts, which make fifteen, 
then that Fifteen, and the Knave- turned 
up, makes five and twenty, for which fet 


uh three; then for your Deuce of Hearts, 
which 1s the right, ſet up four, and three 


for Colours, becauſe you have three of 
a Sort in your Hand, with that turned 
up; now theſe, with the Five you got 
in playing for thirty one makes you, this 
Deal, with the Knave turned up, and the 
Cards in your Hand, juſt twenty. Many 
other Examples I might give you, but 
that it is needleſs, ſince this one is ſuf- 
ficient to direct you in all others. And 
thus much for Co/ly-Colonrs. 
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N XV. BO NE-ACE. 

7 HIS Game you may look on as 
trivial, and very inconſiderable, and 


ſo it is by Reaſon of the little Variety 
therein contained, but becauſe J have ſeen 


Ladies and Perſons of Quality have play'd 


at it for their Diverſion, I will briefly de- 


ſcribe it, and the rather becauſe it is a 


licking Game for Money. | 
- THERE 
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88 Wit and Reaſon. 


THERE are ſeven, or eight (or as ma- [ 
ny as the Cards will permit) play at it at \ 
one time. In the lifting for dealing the ( 
leaſt deals, which is a great Diſadvantage ; 3 
for that makes the Dealer youngeſt | 
Hand. TY 

TEE Dealer deals out two to the firft U 

Hand, and turns up the third, and ſo 0 
goes on to the next, to the third, 
fourth, fifth, c. He that hath the big- ; 
geſt Card carries the Bone, that is, one 
half of the Stake, the other remaining f 
for the Game; now if there be three N 
Kings, three Queens, three Tens, Ce. * 
turned up, the eldeſt Hand wins it. "a 
Here note, that the Ace of Diamonds is 2 
Bone-Ate, and wins all other Cards what- I 
ever. Thus much for the Bone; after= J 
wards the neareſt to one and thirty wins . a 
the Game, and he that turns up, or 
draws to one and thirty, wins it immedi- N 
ately. lo 
fil 
eee | 5 
XVI. os a 1 
Game ſo called. 1 
W. IT and Reaſon i 1s a Game which | be 
ſeems very M at firſt to the ta 


Learner, 
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Wit and Reaſon. 89 
Learper, but in his Practice and Obſer- 
vation ſhall find it otherwiſe. It is a 
Game ſomething like one and thirty, and 
is plaid after this Manner. | 
Two playing together, the one hath 
all the red Cards, and the other hath the 
black: Then they turn up Croſs, or Pile, 
who ſhall lead; for the Leader hath a 
great Advantage over the other, as ſhall 
be demonſtrated: | 

You are not to play a Ten firſt; for 
if you do you ſhall certainly loſe; for one 
and thirty, being the game, he that firſt 
comes to it wins; now ſhould the Leader 
play a Ten, the Follower will play ano- 
ther Ten, that makes twenty; let the. 
Leader then play any Thing next, the 
Follower will be fure to make it up one 
and rr eo 

HE that hath the Lead, if he play a 
Nine, may certainly win the Game, if he 
look about him; ever remembring to get 
firſt to twenty, without ſpending two of 
one Sort, as two Deuces, two Treys, two 
Quaters, Sc. otherwiſe you will loſe: As 
for Example, you play a Nine firſt, your 
Adverſary plays a Deuce that makes ele- 
ven, you play a Nine again, and that 
makes twenty; thus you have plaid but 
both your Nines, wherefore your An- 

tagoniſt plays a Deuce, now you can play 
1 I on 


— 


ere 
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8 I 
1 Eko 


go Wit and Reaſon. 


on no Card but he wins; for it you play 
an eight (for you cannot come in with 


your Ten) and you have never a Nine, ; 


then he hath an Ace for one and thirty ; 


ſo if you play a ſeven, which makes 


Nine and Twenty, he bath a Deuce re- 
maining to make up- one and thirty, ang 


ſo you may obſerve in the reſt of the 
Cards. | 5 


TAKE this for a general Rule, that 
you have a very great Advantage in fetch- 
ing out, by Play, any two of a Number, as 
aforeſaid; as two Fives, two Sixes, two 
Sevens, Sc. wherefore you mult not play 
raſhly, but with due Conſideration arith- 


metically grounded to make up a certain 


Game of one and thirty. To conclude, 
he that hath the Art of playing well at 
One and Thirty, with Cards, that is, by 
naming ſuch a Number, at firſt, and pro- 
ſecuting it by ſuch Addition of others, 
that your Adverſary cannot think of any 


Number, but what ſhall be your Game; 


I fay, fuch a Man is fitteſt to play at 


' this Game called 7/37 and Reaſon. 


4 
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XVII. 4 Paſtime called, The ART 


of MEMORYI. 


HIS Art of Memory is a Sport at 
which Men may play for Money, 
but it is moſt commonly the Way to 
play the Drunkard. It is the beſt when 


many play at it; for with few it is no 


Sport at all; for Example, as many Per- 
ſons as do play, ſo many Cards trebled 
muſt be thrown down on the Table, with 
their Faces upwards; which every one 


muſt take motice of, and endeavour to re- 


giſter them in his Memory. Then the 
Dealer muſt take them all up, and ſhuf- 
fling them, after cutting deals to every 
one three a- piece. 
Tre firſt it may be calls for a King, 
which muſt be laid on the Table, with 


his Face downwards by him that hath it 


in- his Hands; the next it may be calls 
for a Ten of Spades, which muſt be laid 


down in like Manner, and ſo it goes round; 
now if any one calls for what is already laid 


down, if they play for Liquor, he muſt 
then drink a Glaſs; if for Myney, he muſt 
then pay a Farthing, Half- penny, or the 
like. | ; 
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92 Plain-Dealing. 


Tris Sport wholly depends on the 
Memory ; for want of which a Man may 
loſe at this Sport, his Money, or his Un- 
derſtanding. 


2 We 
Gon SIR EB de K ede de 


XVIII. 4 Game called PLA IN. 
DEALING. 


HE that deals hath the Advantage of 


this Game; for if he turn up the 
Ace of Diamonds he cannot loſe : To his 
Adverſary he delivers out nine, and but 


three to himſelf; then are the Cards m_ 


as at IM hiſt, the beſt of Trumps, or 
ther Cards wins and but one to be Por- 
ten at a Deal. I cannot commend this 
Paſtime for its ingenuity, and therefore 
only name it, becauſe we treat of Games 
in + ny 


XIX. 4 Game called, „OE EN 
NAZAREEN. 


HERE may as many play at it 
as the Cards will allow of, five 
0 ards 
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Penneech. 93 


Cards are dealt to every_Player; the 
: Queen of Diamonds is Queen Nazareen 
| and he that hath it demands three a-piece 
of every Player. The Knave of Clubs is 
called Knave Knocher, and he that 
has it challengeth two a-piece. If Wo- 
ö men play among Men, it is cuſtomary for 
Knave Knocher to kiſs Queen Naxareen. 
LASTLY, he that lays down a King, 
the laſt Card that is play'd, challengeth 
one, and begins again; and he that hath 


FF firſt plaid away his Cards demands as 
many Counters as there are Cards in the 1 
Hands of the reſt. bk 
l bl 
SE 
» * +8 
: 91 


XX. A Game caled PENNE ECH. i 


Hem: dealt ſeven Cards a-piece, 
turn up a Card, and that is Trump s. 
The- Ace and Coat-Cards of Trumps are 
thus reckoned, the Ace is five, the King 1 
Four, the Queen three, and the Knave : 
WO. 4 | | oy 
HAviNG play'd, he that wins the firſt q 
Trick turns up another Card, and that is 1 
Trumps; and ſo every Trick produceth 
a freſh Trump, till all the ſeven be a 

; OW 
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on Penneech. 


Now if it ſo happen, that what is turn- 
ed up proves an Ace, or Coat-Card, that 
is a great Advantage to him who won 
the laſt Trick; for if it be an Ace turn'd 
up, then he reckons five, if a King four, 
if a Queen three, as aforeſaid. 

AFTER all the ſeven Cards be play'd 


(which at firſt are dealt one by one) he 


that won the laſt Trick turns up a Card, 


and if it prove Ace, King, Queen or Knave, 


he reckons for it accordingly, as aforeſaid. 
IF the Seven of Diamonds be turned up, 
that is Penneech, and is reckoned four- 
teen turned up, but it is but ſeven in 
Hand, and not that neither, unleſs Dia- 
monds be Trumps ; if it be Trump, it is 
the higheſt the, and wins all others; if 
it be not Trump it wins all Diamonds. 
LASTLY, Having play'd out all the 
fourteen Cards betwixt you, count how 
many Cards you have more than your 
own ſeven at firſt dealt you, and for e- 
very Card reckon one, and ſo you muſt 
reckon on with the Value of your Coat- 
Card Trumps, with Penneech turn'd up, or 


in Hand, till you come to ſixty one, 


which is the Game. 
HERE note, if you have neither Ace 


nor Face, you may throw up your Game | 


and deal again. 


(95) 
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OST and Pair is a Game on the 
Cards. very much play'd in the Weſt 
of England, as All-Fours is play'd in Kent, 


or Fives in Ireland. 


THis Play depends much upon daring 


ſo that ſome may win very conſiderably, 
who have the boldneſs to adventure much 
upon the Vye, although their Cards are 


very indifferent. 
You muſt- firſt ſtake at Poſt, then at 


Pair; after this deal two Cards a-piece, 
then ſtake at the Seat, and then deal the 


third Card about. The eldeſt Hand may 


paſs and come in again, if any of the Game- 
ſters vye it; if not, the Dealer may play 


it out, or double it. 

THE Ace of Trumps, as at Ruff. and 
Honours, is the beſt Card of all, and fo on 
of the reſt in order. At Poſt the beſt 
Cards are one and twenty, viz. two 
and an Ace, but a Pair Royal wins all, 
both Poſt, "Pair and Seat. Here note, 
that he who hath the beſt Pair or the 
beſt Poft, is the Winner. A Pair is a 


Pair of any to, as two Kings, two 


Queens, 
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Queens; Sc. A Pair Royal is of three, 
as three Kings, three Queens, c. The 
Vye 1s what you pleaſe to adventure up- 
on the Goodneſs of your own Hand; or 
if it be bad, and you imagine your Ad- 
verſary's is o likewiſe, then bid high cou- 
ragiouſly, by which Means you daunt your 
Antagoniſt, and ſo bring him to Sub- 
miſſion. FFF 

Ir all the Gameſters keep in till all 
have done, and by Conſent ſhew their 
Cards, the beſt Cards carry the Game. 
Now according to Agreement thoſe that 
keep in till laſt, may divide the Stakes, 
or ſhew che beſt Card for it. 
.. OBSERVE, where the Cards fall in 


| ſeveral Hands of the ſame Sort, as a Pair, 


or Pair-Royal, and ſo forth, the eldeſt 
Hand carries it. 71 110 


ee e eee ee 
XXII. BANK A FAL E I. 4 
Game on the Cards ſo called. 


THE Cards muſt be cut into as ma- 
ny Heaps as there are Players, or 


more, if you pleaſe, . and every Man lays 


as much Money on his own Card as he 
PO De” 


\ . 


Braff --—_ 
thinks fit, or on the ſupernumerary Heaps. 
So many as the Dealer's Card is inferior 


to, ſo many he pays; ſo many as his 
Card is ſuperior to, ſo many he wins from. 
THE beſt Card is the Ace of Dia- 
monds, the next to that the Ace of 
iearts ; thirdly, the Ace of Clubs; and 


laſtly, the Ace of Spades, and ſo the reſt 
of theſe Suits in order, according to their 


Degree. Ihe Cheat lies in ſecuring an 


Ace or any other good ſire winning 


Card; and if you mark the Cards afore- 


hand, ſo as to know them by the Back- 


fide, you know HOW to make your Advan- 


tage. 


T is called * che French, La Beit, 


and is play'd by them after chis Man- 


ner. The beſt Cards are King, Queen, 
and fo forwards. They make three Heaps, 
the King, the Play, — the Triolet. 

To every one is dealt five Cards, (they 
may play three, four, five, or more) as 


at French Raf, with the "fame Rigour; 
F | before 


98 Beaſt. 
before the Cards are dealt, every one ſtake 


to the three Heaps. He that wins moſt 


Tricks takes up the Heap that is called 


the Play: He that hath the King takes 


up the Heap ſo called; and he that hath 
three of any Sort, that is, three Fours, 
three Fives, three Sixes, and ſo fourth 
takes up the Triolet. 


Tus much for the Games on the 
Carps; but for the Reader's further 
Entertainment, we have now firſt added 
ſome diverting Fancies, and Tricks upon 
the ſame ; which may be ſeen in a Sup- 
plement immediately following the Game 
at Billiards. [ 


Game 
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Games within the. Tables. 
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I. The Famous Game, called, VE R. 


d * OR 

r Fj] H I S Game, as our: moſt famous 
1 1 Gameſters will tell you, came origi- 
n nally from Holland, and is ſaid to be the 
No only noted Game, upon the Tables, that 
T they practice and is good, it being uſual 


and common amongſt them, to learn it in 
their Infancy, or Childhood, by that ear- 
ly Beginning to become greater Proficients 
at their Maturity, and be the better able, 
when they are divertively engaged, and 
their Buſineſs will allow Leifure, to excel 
and over-reach one another. The Manner 
of the Game, as they play it there, or as 
we here in England, who have alſo learn- 
ed to be Proficients at it, is after this 
Manner.” -o 71 SR 
ALL the Table Men are placed on the 
Ace-Point, where you ſet the two Men 
at Back-Gammon; and as at that Game 
bring em round into your own Tables, 
but with different Circumſtances, as by 
me | "T3 further 


98 Beaſt. 


before the Cards are dealt, every one ſtake 
to the three Heaps. He that wins moſt 
Tricks takes up the Heap that is called 
the Play: He that hath the King takes 
up the Heap ſo called; and he that hath | 
three of any Sort, that is, three Fours, 2 


three Fives, three Sixes, and ſo fourth 
takes up the Triolet. ] 


Tus much for the Games on the 
CarDs; but for the Reader's further 
Entertainment, we have now firſt added 
ſome diverting Fancies, and Tricks upon 
the ſame ; which may be ſeen in a up- 
plement immediately following the Game 
at Billiards. 


Game 


ESE CAE 


Manner. 
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Games within the Tables. 
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I. The Famous Game, called, VE R. 


FIT HIS Game, as our moſt famous 
f _ Gameſters will tell you, came origi- 
nally from Holland, and is ſaid to be the 
only noted Game, upon the Tables, that 
they practice and is good, it: being uſual 
and common amongſt them, to learn it in 
their Infancy, or Childhood, by that ear- 
ly Beginning to become greater Proficients 
at their Maturity, and be the better able, 
when they are divertively engaged, and 
their Buſmeſs will allow Leiſure, to excel 


and over-reach one another. The Manner 


of the Game, as they play it there, or as 
we here in England, who have alſo learn- 
ed to be Proficients at it, is after this 

ALL the Table Men are placed on the 
Ace-Point, where you ſet the two Men 
at Back-Gammon; and as at that Game 


bring em round into your on Tables, 
but with different Circumſtances,” as by 


F 2 | further 


80 The Game of Verquere: 
further Inſtructions will appear; for in 


the firſt Place, you are not allowed to 7 
make a Point in either of your Tables, 0 
next your Adverſary, the further Ace- £ 
Point excepted, for there you may do it t 
as your Ingenuity and Diſcretion does 
beſt direct you; but you may take as 6 
many Points in your own Tables as you al 
.-think good, to advantage your own Game, t 
and by ſo doing, to hinder your Adver- uy 
_ kaxy from approaching you, or by the in 
Luckineſs or Fortune of his Throw to Ve 
get the better of it. | N 
In the next Place then, you are to ob- to 
ſerve, that this Game is commonly play'd to 
double and ſingle ; the double is called ve 
John, which is a particular Benefit that CO) 
our Adverſary gets upon you, if his ig 
Lock in throwing be extraordinary; but * 
in ſuch a caſe you can never be John d, ex- ne! 
cept you have more Men than you can ma 
enter upon fix Points, that is to ſay, ſe- elf 
ven men, which is one more, as is eaſily 81 
obſerved, + than your Points will bear; Me 
and in ſuch a Caſe you muſt yield the ng 
Double, and con'equently your Game is LY 
in Danger to be loſt, af 
NorE, that tho you always point as || 7” * 


| your Caſt affords you Convenience, and FF 44 
N to the beſt Advantage of your Game ; yet N 
you cannot enter two Men upon any Point, For 
LS ” | and Tor 


— 


The Game of Verquere. 101 
and in that Particular this famous Gams 
of Herquere is ſingular from others, that; 


either abroad or here, are known upon 


the Tabl. 313 ann 08 

You play Doublets, and at laſt bear 
away all your Men, as ar Bach. Cammon, 
and the Art is in managing your Throws 
to make your Game proper; for this, 
whilit your Adverſary, by ill throwing, or 
indifferent Management, lags behind, i- 
very convenient for you to be skilled at. 
Note alſo, that when you have more Men 
to enter, than you have opened Points 
to receive them, you are to let your Ad- 


verſary throw, which I have ſeen for a 


conſiderable Space of I1me, until by plays 
ing his Men forward (contriving as much 
as Poſſible. he can to gain the Prehemi- 
nence, and put back your Game) he 
makes Room for you by a Vacancy; 
elſe perhaps the Nature of this Diverſion 
is ſuch, that the Game may hold out 4 


Month, or Time out of Mind, there be- 


ing no Poſſibility of going on, till you 
have the Privilege by his opening the 
Paſſage for you on the Tables, to enter 
your remaining Men. 

NOTE too, that if you hit any of your 
Adverſary's Men, by a fortunate Caſt of 
your Dice, and that he has the favourable 


Fortune, preſently after, to hit you again; 
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in ſuch a Caſe, which indeed is not very 
common at this Game, if there be not 
Room for you to enter in his Tables, nor 
for him to perfect the Advantage of his 
Throw, to enter in yours; it is the Na- 
ture of chis Game, that you muſt loſe it 
double, you being the firſt to throw. 
This, and the reſt of the Accidents of 
He a5 hes are like moſt of the reſt on 
the Tables, preſently to be explained and 
underſtood, a _ an W to Tor 
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II. The Noble and Courtly. Game at 
Tables, called GRA A Nn 10 8. 
TRACK, Aud 


8, as I am dle! 0 the Skilfut 

at theſe Diverſions, and ſuch as have 
ſearched into its Original, a French In- 
vention; and moſt commonly uſed by Per- 
ſons of the firſt Quality, it being in Re- 
pute, ſecond to the hereafter mentioned 
difficult and Royal Game at Cheſs. 

To lead the: Reader then into the 
Knowledge of this Matter, he muſt firft 
be informed, that the Table-Men are to 
be ed an the Side of the Tables, 155 

actiy 
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ackly as they are at the Game hereafter- men- 
tioned, called Tick-Tack. Next then it is 
to be obſerved, that beſides the Table- 
Men, with which you play, there are 
three other Pieces to be uſed, called 
Markers, whether Half Crowns, or Half- 
pence, or any other Coin; the uſe of 
which three Pieces, or Markers, 1s as 
follows : | 

THEY are to mark the Throws of your 
Dice, on the Points of your Tables, that 
are Advantagious to you : For Example, 
It in your firſt Tables you make ſingle 
Toots, in three Caſts, or Throws, you 
mark with one Marker four. 

THERE are twelve Holes on the Sides 
of your Tables, with Pegs in. them, for 
the uſe of this Game: Note then, that 
twelve Marks gained on the Points of 

our Tables, make an Hole, and twelve 

joles make up the Game, if you agree 
to it, elſe leſs or more; if you fill up your 
Points, for every ſingle Throw on the 
Dice, you make four, and for Doublets 
fix, and may hold your Game as long as 
you think convenient, that is, play on 
without breaking up your own, and your 
Adverſary's, if you believe you ſhall get 
no Advantage by beginning again. 

IF you hold with your double Men in 
your Tables, before you can make a 
F 4 Poig:, 
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Point, and your Adverſary cannot fill his 
Tables, you are obliged with your Man 
to paſs over-into his Tables, tho? it be 
commonly a Diſadvantage ; but if he 
throws ſo well as to fill up, then it alters 
the Matter, and you cannot pals. Note, 


that when you have marked twelve with 


your Marker, which, as T ſaid before, 
makes up one Hole, you may go off, 
break up your Lables, and begin again, 
provided you have the Dice, or elſe you 

cannot. 5 
Ir in playing this Game, you touch a 
Man raſhly, as intending to play it, and 
think to change it for another ; the Seve- 
rity in this Caſe, is as ſevere as at Ticł- 
Tack, and you are obliged to play it as 
you -before intended. 3 
NOTE, that as to thoſe Men that are 
obliged to paſs over into the Adverſa- 
ry's Tables, if he hits them, he marks 

thus: | 
Fox every ſingle Throw, four, for 
Doublets ſix ; and if at any Time, by 
your good Fortune in throwing, you can 
mark over and above twelve, you. muſt 
then mark a Hole, or elſe two, if you go 
double, and the Overplus remaining is 
called, to the Good, provided you don't 
break your Game: You cannot go off, 
nar break your Tables, by your mw 
ary's 
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fary's Throws. And note, that if you 
chance to make more or leſs than is right, 
it is in his Power to take the Advantage, 
put you back, or oblige you to mark full, 
This is the Beginning of the Game, and 
what is moſt. conſiderable in your: firſt 
Tables. 

Now, as to your Adverfiry 8 ſecond 
Tables, for every man you hit of his 
with a ſingle Vie, you mark but two, 
and for Doublets, four; tho? in his firſt 
Tables, four for each ſingle Die, and fix 
for Doublets. 

Ir you chance to hit a a Blot or two 
in your Adverlary's Tables, and cannot: 
paſs, by Realor- of his Men ſtanding in 
your Way, and hindring you; it is al- 
lowable for him to take Jie Advantage of 
marking by your own throws in both 
Tables, as before mentioned. 

Tas Ace-Point of both Corners in the 
lecond Tables, which we take, and very 
much advantage our Game with at Tick- 
Tack, by making a double Game, cannot 
be divided here, nor fill the Corners, as 
at that Game tho! in Lieu of that Con- 
venience, if the Dice favour, for each 
ſingle Caſt you mark four, and for Doub- 
lets: fas. +: 

THEN as to that Part of the Game; 
called Gens des Retour, or the Back- -Game, 

Xx which 
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which is the latter Part. Next, bearing 
off your Men, as is uſed at Back-Gam- 
mon, you play your Men as faſt as yon 
can into his Tables, endeavouring to fill 
up the Points, as at the Fore-Game, which 
being done, you bear off your Men; on- 
Iy there is one Diſtinction between this 
and Back-Gammon (noted before ) that as 
Doublets, thrown at the laſt Caſt, gives 
conſiderable Advantage to the Gameſter 
there; it is here of no Value, nor gives 
any Addition to the Throw. 

NorE, that if at any Time you break 
up your Tables, and diſorder your. Men, 
except by gaining twelve Points you can 
mark a Hole; it is in your Adverſary's 
Power to oblige you to hold your Game 
on ſtill, and to play all the Table-Men 
you have ſo touched and diſordered to 
his own Advantage. > 
Nor E alſo, that we diſtinguiſh the ſin- 
gle from the double, in chis Manner; If 
your Adverſary, by his ill Fortune in 
throwing, has no Points on his Tables 
marked, altho* your Throw is ſingle, yet 
ſtill you may mark a double Point; but 
if otherwiſe he has ſuch good Luck by the 
Dice, to have any Point to mark, then 
he comes double, which you are to take 
off again, if you can hit him. 


THESE 
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Tusk are all the Paſſages that are con- 
ſiderable in this Courtly and much uſed 

Game of Grand-Trickirack, which, tho“, 

calily to be comprehended, by thoſe who 
divert themſelves with playing often at 

Tables, and eſpecially ſach who have any 

Inf glit into the under- mentioned Game 

of Tick-Tack, of which this Game is ob- 

ſerved to make a Compleatment, by ad- 

ding more Parts and Embeliſhments z yet 

the moſt ready Way for a young Game- 

ſter, who is deſirous to learn it, is to ſee 

two that are skilful play at it, and then 
taking notice of theſe Inſtructions, he will 
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1 preſently be led into the Secret. 
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6 RISE is an ingenious Game, and 
f requires a great deal of Skill to play 
1 it well, eſpecially the Aſter-Game. It is 


not to be learned otherwife than by Ob- 
ſervation and\ Practice ; ne ſhall 
lightly touch hereon. 

Taz Men which are thir ty in Num- 
ber are equally divided between you. and 
your Adverſary, and are thus placed, two an 
the Ace Point, and five on the Sice of your. 
left Eiand Table, and and three on the W 

| 1 
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and five on the Ace Point of your right 
Hand Table, anſwered on the like Points 
by your Adverſary's Men, with the ſame 
alder or thus, two of your Men on 


the Ace Point, five on the double Sice, 


or Sice-Cinque Point, three on the Cin- 
que Point in your own Tables, and five 
on the Sice Point at Home, and all theſe 
pointed alike by your Adverſary. 

IN your play have a Care of being too 


forward, and be not raſh in hitting every 


Blot, but with Diſcretion and Conſidera- 


tion, move {lowly but ſecurely; by which 
means, though your Adverſary have filled 


his Tables, but with all Blots, and you 
by hitting him enter, you may win the 
Game; nay, ſometimes, though he hath 
borne his Men all to a very few. 
"11s the Part of a prudent Comman- 
der, as he leads out his Men to bring 
them home as ſafe as he may; ſo muſt 
you have a Care of your Men as you 
are bringing them home that they are 
not pick'd up by the Way. 855 | 
HAVE a ſpecial Care that your Adver- 
fary double not the Trey, Ace-point with 


his Men, and ſo make what convenient 


Haſte you can to fill up your own Tables, 


and beware of blotting; that done, bear 


— — — —— - 
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2s faſt as you can. TS 
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For an Aſter-Game I know not what 
Inſtructions to give you, you mult here- 


in truſt to your own Judgment, and the 


Chance of che Dice, and if they run low 
for ſome Time, it will be ſo much the 
better. 


e ELEES 


Iv. of BACKGAMMON. 


OUR Men are placed as at Kiſh, 
and Back-Gammon differs but very 
little from it, but in Doublets which at 
this Game is plaid fourfold, which makes 
a quicker Diſpatch of the Game than 
Triſb. 

Be fare to make good your Trey, 
Ace-Points, hit boldly, and come away 
as faſt as you can, to which End, if your 
TN run high, you will make the quicker 

iſpatch. 

WHEN you come to bearing, have a 
care of making when you need not, and 
Doublets now will ſtand you moſt in 
Stead. 

Ir both bear together, he that is firſt 
off without Doublets, wins one. 


If 


r 
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0 Back Gammon, 
Ir both bear, and one goes off with 
Poublets, he wins two. 

Ir your Table be clear before your 
Adverſary's Men be come in, that is a 


Back-Gammon, which is three; but if 


you thus go off with Doublets, it is 
four. | 


Back-Gammon, for the Benefit of enter- 
ing, Wherefore have a ſpecial care that 


you have. not Cinque-Deuces, and Qua- 


ter- Treys put upon you, you may quick- 
ly perceive it by the running of the Dice. 
THE Perſon that is cunning at play 
has great Advantage of a Novice or in- 
nocent Man, which is commonly by top- 
ing or knaping, which by its often Prac- 


tice may be ſuſpected by his Adverfary ; 


then he has Recourſe to Dice, which runs 
particular Chances for his purpoſe, which 
the other being ignocant of, is almoſt an 
equal Advantage with the former. For 
Example, he provides Dice that runs ſix, 
five, four, tis his Buſineſs to ſecure thoſe 
Points, fo that if he happens to ſurprize 
any of your Men coming home, as it is 
two to one but he does, he does without 


a Kind of MNliracle win the Set. 


Ts poſſible ſometimes they may make 
ule of three, two, which are the low 
Chances; but that they ſeldom do = 


—— 


FALSE Dice are much uſed at Jriſb and 
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tis Reaſon, the high or forward Points 


being ſupplied, you muſt enter, if at all, 


upon the low Points which keeps you back- 


8 wards and gives him Advantage. The Ad- 


vantage of this Game is to be forward, if 


poſſible, upon ſafe Terms, and to point 


his Men at that Rate that it ſhall not be 
poſſible for you to paſs, though you have 
entered your Men, till he gives you Li- 
berty, having two to one the Advantage 
of the Game. 198 


C 
v. TICKTACK. 


A LL your Men muſt ſtand on the 
Ace-Point, and from thence play 
forward, but have a Care of being too 
forward, or ſo at leaſtwiſe that Doublets 
reach you not. OY 
SECURE your Sice and Cinque-point 
whatever you do, and break them not 
unleſs it be when you have the Advan- 
tage of going in, which is the greateſt 
Advantage you can have next to a Hit; for 
your Adverſary's eleventh Point ſtanding 


open, you have, it may be, the 3 


tunity of going in with two of your Men, 
and then you win a double Game. A 
Vi T C 
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Hit is but one, and that is, when you 
throw. ſuch a Caft that ſome one of your 
Men will reach your Adverſary's un- 
bound, but ſometimes, though it hits it, 
will not paſs by Reaſon of a Stop in the 


Way, and then it is nothing. Sometimes 


it is good, going over into your Ad ver- 
ſary's Tables, but it is beſt for an After- 
Game. : 

PLAYING cloſe at home is the ſecureſt 
Way, playing at length is both raſh and 
unſafe, and be careful of binding your 


Men when you lie in Danger of the E- 


nemy. Moreover, if you ſee you are in 
Danger of loſing a double Game, give 
your Adverſary one; if you can it is bet- 
ter doing ſo than loſing two. 
HERE note, if you fill up all the Points 
of your ſecond Table with your own Men 
you Win two, and that you may prevent 
your Adverſary from doing ſo (if you are 
in Danger thereof) if you can, make 


a vacant Point in his Tables, and it is 


impoſſible for him to do it. 
THis is the plain Game of T:ck-Tack, 
which is called fo from Touth and Take, 


for if you touch a Man you muſt play 


him though to your loſs ; and if you hit 
your Adverſary and neglect the Advan- 


you are taken with a Why-not, 


Cage, 1 
which is the Loſs of one; Likewiſe if you 
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are in, and your Caſt is ſuch that you 
may alſo go into your Adverſary's ele- 
venth Point, by two other Men, and you 
ſee it not, either by Careleſneſs or eager 
Profecution of a Hit, which is apparent 
before your Eyes, you loſe two irrecove- 
rably. Beſides, it 1$ a very great Over- 
ſight, as your Men may ſtand, not to take 
a Point when you may do it. 


Now ſome play this Game with 'Toots, 


Boveries and Flyers; Toots: is, when you 
fill up your Table at home, and then 
there is required ſmall Throws; for if 
vou get over with. a Sice, you. have no 
Benefit of Toots. 


BOoVERIES is when you have a Man in 


the eleventh Point of your own Tables, 
and another in the ſame Point of your 
Adverſary's, directly anſwering. | 
 FLyYERs, is when you bring a Man 
round the Tables before your Adverſary 
hath got over his firſt Table, to the ef- 
fecting of which there is required very 
high throwing. of your Side, and very low 
throwing of his. 
Muck more might be ſaid as to the 
Craft of the Play, which cannot be ſo well 
diſcovered as from Obſeryation in your 
own or others playing. | 
THERE are ſeveral. fooliſh Paſtimes to 
be plaid in the Tables, which are ridi- 
1 TY culous 
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114 Donblets. | 
culons to treat of, whereof I ſhall only 


mention theſe Three, viz. 


DESEOSOSSSE0000800880 
VE DOUBLETS 


' A T Donblers the' fifteen Men are thus 
1 placed ; upon Sice, Cinque and 
Quater there are three Men a-piece, up- 
on Trey, Deuce, Ace, but two a-piece. 


HE that throws moſt hath the Benefit 
of throwing firſt, and what he throws 


he lays down, and ſo - doth the other; 


what the one throws and hath not, the. 


other lays down for him to his own Ad- 


vantage; and thus they do till all the 


Men are down, and then they bear, but 
not till they are down ; he that is down 
firſt bears firſt, and will doubtleſly win 


the Game if the other throws not Doub- 


lets to overtake him; now he that throws 
Doublets apace is certain to win, for as 
many as the Doublets are, ſo many he lays 
down, or bears; for Example, if two 
Fours, he lays down, or bears Eight, and 


ſo for the other Doublets; and therefore 


he that can either nap, top, or hath high 
Runners about him, hath a great Adyan- 
RI 
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v SICEACE. 


F 1 . 4 may play at Sice-ACE with 
fix Men a-piece, they one load ano- 
ther with Aces, Sixes bears only, and 
Doublets drinks and throws again, Jo of- 
ten ſome I have ſeen, that for the Lucre 
of a little Money, have reſolyed rather 
to loſe themſelves than a Permy. It is 
commonly agreed the laſt two, or the laſt 
out * loſe, . che reſt | 8 


If 91 N. "— 3364626 


Vu. KE TCHDOLT © 


1 Kerb - Dol the firſt throws and 
and lays down from the Heap of 
Men without the Tables, what is thrown 
at it may be Sice-Deuce, if the other 
throw either Sice or Deuce, and n 
them not from his Adverlary's Tables to 


Av 


the ſame Point in his own, but takes 


them from the Heap, and lays the Ace 
down, he is dolted and loſeth the Game, 
or if he but touch a Man of the Heap 


and then recal himſelf, the Loſs is the 


ſame. 
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fame. Some by frequent Practice will never 


be dolted, and then they ſtrive who ſhall 
fil up their Tables firſt; which done, 
he that bears them off firſt hath won the 


Game. And ſo much for Play within the 


Tables. 
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Games without the Tables. 
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I NM and Im is a Game very much 


uſed in an Ordinary, and may be play'd 


two or three, each having a Box in 
his Hand. Tt is play'd with four Dice. 
You may drop what you will, Sixpences, 
Shillings, or Guineas; every Inn you 
drop, and every Iun aud Inu you ſweep 
all; but if you throw out, if but two 


play, your Adverſary wins all; if three 


that Out is a Bye between the two o⸗ 
ther Gameſters, which they may either 
divide or throw out for it. Here you 
are to obſerve that Out is when you have 
thrown no Doublets on the four Dice; 


un is when you have thrown two Doub- 
lets of any Sort, as two Aces, two Deu- 
ces, two Kings, Cc. Iim and Inn is, when 


you throw all Doublets, whether all 81 
* Sbrt 
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Sort, or otherwiſe, viz. four Aces, four 
Deuces, or four Cinques, or two Aces, 
two Deuces, two Treys, two Quaters, 
or two Cinques, two Sixes, Sc. 
YOUR Battle may be as much and as 
little as you will from twenty Shillings to 
twenty. Pounds, and ſo onwards to a thou- 
ſand, which Battle is not ended till eve- 
ry Penny of that Money agreed upon for 
the Battle be won ; and it is but requi- 


ite, for it is frequently ſeen, that in a 
Battle of ten Pounds, a Gentleman hath 


been reduced to five Shillings, and yet 
hath won at laſt the Battle. 
For a Gameſter that would win with- 


out hazarding much his Money, Dice 


that will run very ſeldom cherwil but 
Sixes, Cinques, Quaters, c. are very 
neceſſary. If thoſe Inftruments are not to 
be had, a Taper-box will not be amiſs, 
that as the Dice are thrown in may Rick 
by the Way, and fo thrown to Advan- 
tage. I have heard of one, who having 
ſpent the major Part of his Patrimony in 
good Fellowſhip, and ſuch Paſtimes as 
the Heat of Blood, with vigorous Youth, 
moſt proſecute, at "length conſidered how 
he ſhould live hereafter, and finding but 
ſmall Encouragement at home, and leſſer 
abroad, thought if he could contrive a 
Way to win a conſiderable Sum at play 
( 9 
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(having been a great Loſer himſelf) that 
ſhould be the Baſis of his future Settle- 
ment: After various Conſultations within 


himſelf he at length contrived this Stra- 
- tagem; he cauſed a Box to be made, not 


as they are uſually ſcrew'd within, but 
ſmooth, and procured it to be ſo well 
painted and ſhadowed within, that it 


look'd like a ſcrew'd Box; now this Box 


was but half board wide at Top, and nar- 
row at Bottom, that the Dice, as afore- 
faid, might flick, and tlie Box being 
ſmooth, would come out without tumb- 
ling. With this Box he went and play'd 
at Inn and Jan, by virtue whereot, and 
his Art of taking up and throwing in his 
Dice into the Box, he got the firſt Night 
a Thouſand Pound, and the next Night 
two hundred a Year, with a Coach and 
fix Horſes, which Coach and Horſes (be- 
mg very valuable) he fold, but the Eſtate 
he lives on to this Day, with great Im- 
provements, and never would handle a Dye 
{ince, well knowing how. many worthy Fa- 
milies it hath ruined. | 
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Afage is a Game at Dice to be plaid 

at but by two, and it is perform'd 
with three Dice. The Caſter throws con- 
tinually till he hath thrown Doublets un- 
der ten, and then he is out, and loſeth, 
or Doublets above ten, and then he pa- 


ſeth and wins; high Runners are moſt 


requiſite for this Game, ſuch as will rare- 
ly run any other . Chance than four, five 
or fix, by which Means it the Caſter 
throws Doublets he can ſcarcely throw 
out. There is the ſame Advantage of the 
Smooth Taper-Box, aforeſaid, in this 
Game, as at Iun and Iun; with the like 


Benefit of the Dice, whether by palming, 


topping, ſturring, or knapping. 
nnasnaesndosbndnges 
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IAxzard is a proper Name for this 
Game; for it ſpeedily makes a Man 


or undoes him; in the twinkling of an 


Eye either a Man or a Mouſe. 
Tris Game is play'd but with two 
Dice, but there may play at it as many 
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as can ſtand round the largeit round 
Table. MOEN: by 
THERE are two Things chiefly to be 
obſerved, that is Main and Chance; the 
Chance is the Caſter's, and the Main 
| theirs who are concerned in Play with 
him. There can be no Main thrown a- 


bove nine and under five; ſo that five, ſix, 


ſeven, eight, and nine, are the only Mains, 
and no more which are flung at Hazzard; 
Chances and Nicks are from four to ten, 
thus four is a Chance to nine, five to eight, 
ſix to ſeven, ſeven to fix, eight to five; 
and nine and ten a Chance to five, fix, 
ſeven and eight; in ſhort, four five, fix, 


ſeven, eight, nine and ten, are Chances 


to any Main, if any of theſe Nick it not: 
Now Nicks are either when the Chance 
is the fame with the Main, as five and 
five, ſix and fix, ſeven and ſeven, and ſo 
on; or ſix and twelve, ſeven and eleven, 
eight and twelve; where note, that twelve 
is out to nine, ſeven and five; and eleven 
is out to nine, eight, ſix and five; Ames- 
Ace and Deuce-Ace, are out to all Mains 
whatever. | 
THAT I may the better illuſtrate this 

this Game, it will not be amiſs to give 
one Examble for your better Information; 
Seven's the Main, the Caſter throws five, 
and that's his Chance, and fo hath five 
OY 8 THR | to 


eight, 
Main, 
Ace te 
the N 
vote, t 
nothing 
For 
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to ſeven; if the Caſter throw his -own 
Chance, he wins all the Money was ſet 
him, but if he throw ſeven, which was 
the Main, he muſt pay as much Money 
as is on the Board; if again ſeven be the 
Main, and the Caſter throws eleven, that 
is a Nick, and ſweeps away all the Mo- 
ney on the Table; > but if he throws a 
Chance, he muſt wait which will come 
firſt. Laſtly, if ſeven be the Main, and 
the Caſter throws Ames- Ace, Deuce- Ace, 
or twelve, he is out, but if he throw 
from four to ten, he hath a Chance, 
though they are accounted the worſt 
Chances on the Dice, as ſeven is reputed 
the beſt and eatteſt Main to be flung; 
thus it is in eight or fix, if either of them 
be the Main, and the- Caſter throws either 
four, fve, ſeven, nine or ten, this is his 
Chance, which if he throw firſt, he wins, 
otherwite loſeth; if he throw twelve to 
eight, or ſix to the fame Caſt with the 
Main, he wins; but if Ames-Ace, or Deuce- 
Ace to all he loſech; or if twelve, when 
the Main is either five or nine. Here 
vote, that nothing nicks five but five, nor 
thing nine but nine. 

Fork and Five to Seven is Judged to 
mye the worſt on't, becauſe Four (cal- 
d by the Tribe of N ickers, little Dick 
iher) and Five ub but two Chances, 


Trey 


Tl Trey Ace and two Deuces, or Trey 
Deuce and Quater Ace, whereas Seven 
Hath three Chances, Cinque Deuce, Six 
Ace, and Quater Trey; in like Condi- 
tion is nine and ten, having but two 
Chances, ſix Trey, Cinque and Quater, 
or ſix Quater and two Cinques. 

No fix and eight one would think 
mould admit of no Difference in Advan- 
tage with ſeven, but if you will rightly 
conſider the Caſe, and be ſo vain to make 
Trial thereof, you will find a great Ad- 
vantage in ſeven over ſix and eight. How 
can that be, you will ſay, hath not ſix, 
even and eight, eight equal Chances? 


a =! | I y » Jo Wi 
go - For Example, in Six, Quater Deuce, Cin- "I 
1 que Ace, and two Treys; in Eight, fix not 
Deuces, Cinque Trey, and two (uaters, 4 
* C 
and hath not ſeven three, as aforeſaid ! 3 
It 18 confeſs'd, but pray conſider the Diſ- . elſe 
advantage in the Doublets, two Treys | a 8 
and two Quaters, and you will find that vn 
_ fix Deuce is ſooner thrown than two tha. 
Quaters, and ſo conſequently Cinque Ace, pair 
or Quater Deuce ſooner than two Treys. er 
+I faw an old Rook once take up a young Mar 
Fellow in a Tavern, upon this very Score. boyi 
The Bargain was made that the RO .,,_-. 
upon 
J ſhould have ſeven always, and the young} his 1 


Gentleman ſix, and throw continually; a 
greed to play they went, the Rook £0 
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the firſt Pay ten Pound, the next Day 
the like Sum, and ſo for fix Days toge 
ther, loſing in all threeſcore Pounds; not- 
withſtanding the Gentleman, I am confi- 
dent, had ſquare Dice, and threw them 
always himſelf And farther to confirm 
what I alledged before, not only this 
Rook, but many more have told me, 
that they deſired no greater Advantage 
than to have ſeven always, and the Caſter 
to have ſix. Here note, it is the Opi- 
nion of moſt, that at the firſt Throw the 
Caſter hath the worſt ort. 

CERTAINLY Hazzard is the moſt be- 
witching Game that is play'd on the Dice; 
for when a Mgn begins to play, he knows 
not when to Ive off; and having once 
accuſtomed himſelf to play at Hazzard, 
he hardly ever after minds any Thing 
elſe; J have ſeen an old Man, about the 
Age of ſeventy, play at an Ordinary 
when his own Eyes were jo defective, 
that he was forced Nhelp them with a 
pair of Spectacles; aving an Oppor- 
tunity one Day to to him, how a 
Man of his Years conf be ſo vain and 


123 


boyiſh ſtill to mind Play; inſiſting withal 
upon the Folly of that Action to hazzard 
his Money when he had not Sight enough 
remaining to diſcern whether he had won 
or r loft; beſides, Sir, laid J, you cannot 
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Trey Ace and two Deuces, or Trey 
Deuce and Quater Ace, whereas Seven 
- hath three Chances, Cinque Deuce, Six 
Ace, and Quater Trey; in like Condi- 
tion is nine and ten, having but two 
Chances, ſix Trey, Cinque and Quater, 
or ſix Quater and two Cinques. 
No fix and eight one would think 
mould admit of no Difference in Advan- 


LK .con{:der the Caſe, and be {9 vain to make 
FE Trial thereof, you will find a great Ad- 
| E vantage in ſeven over ſix and eight. How 
1 can that be, you will fay, hath not ſix, 


que Ace, and two Treys; in Eight, fix 


and hath not ſeven three, as aforeſaid ! 


Fellow in a Tavern, upon this very Score. 


Gentleman ſix, and throw continually; a- 


tage with ſeven, but if you will rightly 


8 even and eight, eight equal Chances? 
8 : >. - * 7 | S.-0 
ih For Example, in Six, Quater Deuce, Cir- | 


Deuces, Cinque Trey, and two Quaters, 


It is confeſs'd, but pray conſider the Diſ- 
advantage in the Doublets, two Treys 
and two Quaters, and you will find that 
fix Deuce is ſooner thrown than two 
Quaters, and fo conſequently Cinque Ace, 
or Quater Deuce ſooner than two Treys. 
I faw an old Rook once take up a young 


The Bargain was made that the Rook 
hould have ſeven always, and the young 


greed to play they went, .the .Rook go 
255 * 


ix 


tunity one Day to 
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the firſt Pay ten Pound, the next Day 
the like Sum, and ſo for fix Days toge- 
ther, loſing in all threeſcore Pounds; not- 
withſtanding the Gentleman, I àm confi- . 
dent, had ſquare Dice, and threw them 
always himſelf. And farther to confirm 
what I alledged before, not only this 
Rook, but many more have told me, 
that they deſired no greater Advantage | 
than to have ſeven always, and the Caſter | 
to have ſix. Here note, it is the Opi- 
nion of moſt, that at the firſt Throw the 


Caſter hath the worſt on't. 


CERTAINLY Hazzard is the moſt be- 
witching Game that is play'd on the Dice; 
for when a Man begins to play, he knows 
not when to ve off; and having once 
accuſtomed himſelf to "play at Hazzard, 
= hardly ever after minds any Thing 

„J have ſeen an old Man, about the 
yh, of ſeventy, play at an Ordinary 
when his own Eyes were ſo defective, 
that he was forced help them with a 
pair of Spettacles' aving an Oppor- 
to him, how a 
be ſo vain and 


Man of his Years con 


boyiſh ſtill ro mind Play; inſiſting withal 
upon the Folly of that Action to hazzard 
his Money when he had not Sight enough 
remaining to diſcern whether he had won 
or loſt; beſides, Sir, laid J, you camot 
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but hear how you are derided every Time 
you come to the Ordinary: One fays, 
Here comes he that cannot reſt quiet, but 
will cry without the Rattle of the Dice; 


anoMficr cries, certainly ſich a one plays 


by the Ear, for he cannot ſee to play. 
Let them talk what they will, faid the 


Gentleman, J cannot help it, I have been 


for above forty Years ſo us'd to play, that 
ſhould I leave it off now, I might as good 
ſtop thoſe Iſſues about me, which have 
been inſtrumental in the Preſervation of 
my Life to this Length of Time. 

To conclude, happy is he that having 
been much inclined to this 'Time-fpending 
Money-waſting 'Game, hath took up ih 
Time, and reſolved for the Future never 
to be concerned with it more; but more 
happy is he that hath never heard the 
Name thereof. 
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HES 5 is a Royal Game, and more” 
difficult to be underſtood than any 
= Game whatever, and will take up, 
ſometimes, in the playing, ſo long a Time, 
that I have known two play a, Fortnight, 
at Times, before the Game has been 
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ended: And indeed, T believe, the Te- 


diouſneſs of the Game has cauſed the 
Practice thereof to be ſo little us'd; hoõẽ-w-- 


ever, ſince this Paſtime is ſo highly inge- 


nious; that there is none can parallel, - 
ſhall here lay down ſome brief Inſtructions Eo: 
tending to the Knowledge thereof. | 


IRE firſt and Higheſt is a King, the” 
next in Height is a Queen, the cloven 
Heads are Biſhops; they who have Heads 


cut aſlaunt like a Feather, ina Helmet, are: 
called Knights, the laſt are called Rooks, 

with a . Button, a Cap on his Head, 
and theſe ſignify the Country and Pea- 
fantry, the Pawns are all alike, and each» 
Nobleman hath one of them to wait Ap on 

on Him. | : 
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TE Cheſ5-Men ſtanding on the Board, 
you muſt place the white King in the 


fourth Houſe, being black from. the Cor- 
ner of the Field, in the firſt and lower 
Rank, -and the plack King in the white 


Houſe, being the fourth on the other Side, 
in your Adverſary's firſt. Rank, oppolite 
to the white King; then place the white 


neen next to the white King, in a white 


Houſe, which is the fourih on that Side 
of the Field; likewiſe the back Queen in 
a black Houſe, next to a black King in a 


ſame Rank: 


THEN place on the other Side of the ; 


Tier, in the ſame Rank, firſt a Biſhop, 


becauſe being a Man of Counſel, is = 
ed before: the Knight, who is a Man of 
Action, or Execution; the Knight | after- 


the Bilbop, and after the Knight's place the 


Rook, (who is a Peaſant or Countryman) 
in the laſt Place, or Corner of the Field: 
Place alſo on the Queen's Side, and next 
to her a Biſhop, next a Knight, and then 
2 Rook; the Pawns take up. the laſt 
Place, one of which you muſt place be- 
fore each Nobleman as Attendants; ſo that 
theſe Great or Noblemen fill up the t 
Rank, and the Pawns the: ſecond, from one 


Corner of the Field to the other ; and 
as many great Men and Pawns, as belong 


to the King, ſo. many. hath. the. Queen, 
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VIZ. three great Men and four Pawns a- 
piece, that is, one Biſhop, one Anight, and 
one Rook with their Pawns. 1 

HxvING thus placed and ordered your 
Men, you muſt in the next Place conſider 
their March, how they advance and take 
Guard and Check. | 2 

THE Pawns do commonly begin ; 4 
the Onſet, and their March is forward in- 
their own File, one Houſe at once only 
and never backward; for the Pawns alone 
never retreat, the Manner of his taking 
Men is fideways in the next Hoauſe, for- 
ward of -the next File to him on either 
Side, where, when he has captivated his 
Enemy, and placed himſelf in his Seat, 
he proceeds and removes forward one 
Houſè at once in that File, until he find 
an Opportunity to take it again. 

THE Pawn guards a Piece of his Side, 

which ſtands in that Place, where if it 
were one of the contrary Party, he might 
take it. In like manner the Paws checks- 
the King, viz. as he takes not as he goes 
with Check, if the adverſe King carnot 
ſhun, either by taking up the Paws him 
felf (if the Pawn be unguarded, or occa-- 
ſion his taking by ſome of his Pieces, he. © 
muſt of neceſſity remove himſelf out of 
the Pawn's Check) or if it lie not in his 
Power, it is Pawn-Mate, and ſo the 
G 4 0 
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129 The Game of Chef. 
Game is ended, and loft by him whoſe 
King is 10 Mate. 

Tur Rook goes backirard and forward, 
in any File and croſ5-ways, to and fro 
in any Rank, as far as he will; ſo that 
there. ſtands no Piece between him and 
the Place he would go to. Thus he doth 
guard his own and check the King alſo, 
which Check if the King can neither cover 
by the Interpoſition of ſome Piece of his; 
between the checking Rook and himſelf, 
nor take the Rook, nor be the Cauſe of 
his taking; he muſt remove himſelf out 


of that Check, or it is Mate, and the 61 


Game 1s up. 
THE: Knight skips forward, backward, 


and on either Side from the Place he fans 


in, to: the next, ſave one, of a different 


Colour, with a ſideling March, or aſlope; 


thus he kills his Enemies, guards Bis 
Friends, and checks the King of the ad- 
verſe Party, which heme (like the 
Pamwn's Check) it cannot be covered, the 
King -muſt either remove, or cauſe the 
Anigbis to be taken (for he himſelf cans 
not Take the Anight that checks him) or 
its Mate, and the Game is up: 


The Brſbop walks always 1 in the ſame | 
Colour of the Field that he is firſt placed 


in, forward and backward, aſloap, every 
Way, as. far as he liſts ; provided that 
* 


The Came of Cheſt. 129 
the Way be clear between him and the 
Place he intends to go to: Thus he re- 


bukes the Adverſary, guards his Conſorts, 


and checks the adverſe King, which not be- 
ing avoidable, as aforeſaid, is Mate to Hin 


and the Game is ended. 


THE Queen's Walk is more univerſal, 
for ſhe goes the Draughts of all the afore- 
named Pieces, (the Knights only excepts: 
ed, for her March is from one Col lour- 
to the other aſloap) fo far as ſhe liſteth, 
not finding the Way obſtructed; by any 
Piece And thus ſhe: diſturbs her. Adyer- 


| faries, protects her Subjects, and mates 
che King, unleſs: (as aforeſaid) he removes, 


covers, takes, or cauſes her to be taken, 


otherwiſe it is his Mate, and the Game. 
is concluded. | 5 


THe King's Draught is 93 his on 
to the next to him any Way, that ei- 
ther is empty of his own Subjects, or- 
where he may ſurpriſe any unguarded E. 
nemy, or where he may ſtand free from 
the Check of any of the adverſe. Party. 
Thus he. confounds his Foes, defends 
his Friends, but checks not the. King. his? 
Enemy, who never check one another; 
for there muit ever be one Houſe, or Place, 
at leaſt, between the .zwo Kings, tho? un- 
poſſeſt of any other Piece; and if one King 
be compelled to flie for Refüge to the. 
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King, of the adverſe Party, then it is 
Mate, or a Stale, and ſo he that gives the 


fr/# wins the Game. Let this ſuffice for 


the various Draughts, and ſeveral Walks 
of the Cheſs-men; but this is not all, I 


Jhall give you. ſome other Inſtructions as 


brief as I may, and refer the reſt to your 
own Obſervation. | 

KINGS and Queens have ſeven a- piece 
to attend them.. The King, whether 
white or black, guards five Perſons be- 
fore he goes forth, and being once advanc- 
ed into the Field, though it be but in 
the ſecond Houſe, he then, and after-- 


wards in his March guards eight Houſes, 


till he come again to one. Side or other of K 


the Field. 


i THe Five; the King guards before his 
| March, are the Queen, the Biſhop, his 


on, his Queen's, and his Biſhop's Pawn. 
THE Queen protetts her King and Bi- 


ſhop, her King's, her Biſhop's, and her 
own Pawn. Thus the cer guards as 
many as the King before ſhe goes forth, 
and aſter, till the Game be won or loſt. 


THE King 8 Biſhop guards the King's 


Mop guards the Qu 
Knights guard but t 
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Pawn, and his Knight” Sz the Queen's Bi- 

een's Pawn, and her 
bi Houſes a- -piece, 
before they” go forth; but after they are 


marched. off from the Side of the Field, 
7 they 
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King's. The Knights guard the King's 
Pawn, and the third Houſe in the Front 


of the King's Biſhop's Pawn, and the 


third Houſe in the Front of the King's 


Rook's Pawn. 


THE Queen's Knight guards her Pawn; 


„and the third Houſe in the Front of 
her Biſhop's Pawn, alſo the third Houſe” 
in the Front of her Rook's Pawn. The 


King's Rook guards his own Pawn, and 


the King's Knight's, and no more till he 
be off of the Side of the Field, and then 
he guards four Houſes, and the- ſame 
does the Queen's Rook. The Pawns like- 
wiſe guard theſe Places, before they be 
advanced into the Field, viz. The King's 
Pawn guards the third - Houſe before the 


Queen, and the third before the King's Bi- 
ſhop; the Queen's Pawn guards the third 


Houle before the King, and the third be- 
fore her Biſhop. The King's Bithop'sPawn- 


gnards the third Houſe before the King, 
and the third before the King's Knight. 


The Queen's Biſhop's Pawn guards the 


the third Houfe before the Queen; and 
the third before the Queen's Knighr. 


The King's Knight's Pawn guards the 


third Houſe before the Kang's _— 
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they guard as many Houſes as the King 
and Queen do. Thoſe Houſes which the. 
knights guard e'er they go out, are the 
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132 The Game of Cheſs. 
and the third before the King's Rook 
The Queen's Knight's Pawn guards. the 
third Houſe before. the- Queen's Biſhop, 
and the third before the Queen's Rook. 
The King's Rook's Pawn, and the Queen's 
Rook s Pawns, guard but one Honſe a- 
piece, that is to ſay, the third Houſe 
before the Knight, becauſe they ſtand on 
the Side of the Field. ; 
NEXT conſider the Value of the great 


Men. The King expoſes not himſelf to 


Danger upon every Occaſion ; but the 
Queen 1s under him as General, and does 
more Service than any. two great Men be- 
des; and when it happens that ſhe is loſt; 


her King moſt certainly loſes the. Field, 


unleſs the Adverſary knows not how: to 
make. uſe. of ſo great an Advantage: 
Wherefore if a King loſe two or three 
of his beſt Men, in taking the Oponent's 
Queen, yet he has the beſt of-it, it he 
can. but manage his Game rightly, | 
NEXT to the Queen in Value, is-the 
Rook, and is as much in Worth above 
the Biſhop and Knight, as the Queen is 
above him.; ſo that a Rook is more worth. 
chan two Biſhops, or two Knights, becauſe 
he can give a Mate by the Help of the: 
King, which no other Piece can do, unleſs: 
way d Wich excellent Skill. 
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BisfHors are accounted better than 


ie Knights, becauſe they can give a Mate 
p, with a King, when no other Men are leſt 
k. to help them, with more Eaſe than the 
8 Knights can; for they ſeldon, or never 
a- do it: Yet it is more dangerous to loſe x 
ſe Knight than a Biſhop, becauſe the Knight's 
In Check is more: dangerous than the Bi- 

; ſhop's ; for the Biſhop is tyed to one Cor- 
at ner of the Field, out of which he cannot 
to paſs; but the Knight paſſes through all 
he the- Houſes of the Field: The Biſhop's 
Ces Check may be covered, the Knight's can- 
e- not; beſides, if it fall out that one of the 
{t; Kings - hath no other Men left but. his 
Id, Biſhops, and the other King none but his 
to Knights, the Knights with their Checks 
2. can take the Biſhops, one after another, 
ree becauſe the Biſhops cannot guard each o- 
t's other, which the Knights can do; ſo that 
he at the Beginning. of the Game, it is bet- 
| ter to loſe Biſhops for the Adverſary's: 
the Knight's than the contrary: N 
ove TRE Difference of the Worth of Pawns, 
1 is. is not ſo great as that of Noblemen, be- 
rth cauſe there is not ſuch Variety in their 
uſe Walks, only thus much, the King's Bis 
the: ſhop's Pawn is the beſt in the Field among 
leſs: the Pawns, and therefore the Gameſter: 


ought to be careful of him; for if it 
thould. happen that. the black King loſs 
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his Biſhop's Pawn to gain the white King's 
Pawn, the black King's Loſs is the grea- 
ter, becauſe he cannot after this Accident 
make a Rank of Pawns, of three of a 
Rank on that Side of the Field, for his 
own Security, which is a great Difadvan- 
tage; ſo that it is better for either of 


the Kings to loſe his own Pawn than his 


Biſhop's. 


Bur if you ſhould object, that the 
King, which- loſeth his Biſhop's Pawn, 
may relieve himſelf on the other Side of | 
the Field, turning to his Queen's Rook's 
Quarter, where he ſhall have Pawns to 


ſuccour him. I anſwer, Tis true, he may 


do ſo, but he will be a longer Time i in ef- 
fecting his Buſineſs, becauſe there are more 


Pieces between him and his Queen's Rooks 


by one Draught, 
Rook and himſelf; ſo that in playing that 


Draught, he endangers the whole Game, 
if his Adverſary know how to make uſe of 
's Pawn is next 


Advantages. The King 
in worth, which cds keeps the 


King from-Check by Diſcovery; then the 


Queen? s Pawn 1s next, and after that the 


Knight's, and laſt of all the Rooks Pawns, 


— they guard but one Houle a- piece 
in the Field. 


THE King and the Pawn have certain 
Privileges granted _ which none of 


the 


than between his own 
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the other Cheſs- Men have: As for Inſtance, 
The King, whoſe Remove (as hath been 
already mentioned) is from the Place of 
his ſtanding at any Time, to one next 
Houſe, in File 5 Rank of any Side 
(that is, only that Step at once) * if 
at any Time his Rank be empty of his 
Men, 45 that no one ſtands between the 
King and the Rook of either Corner, 
the King may then ſhift or change with. 
what Rook he pleaſes, between whom and 
| himſelf the Way ſtands clear, from other 
Men, and that for his better Security ; 
provided, That neither the King, nor- 
the Rook, he intends to change with, has 
not, as yet, been removed from the Place 
of their firſt ſtanding. . Now the Manner 
of the King's ſhifting or changing. with. a 
Rook, is thus. | 

THE Rank cleared, as aforeſaid, and 
neither King nor Rook having yet ſtirred, | 
he may go two Draughts at once to his. ; 
own Rook, and ſo towards his Queen's. 
Rook, cauſing the Rooks he changes with, 
to change his Place, and come and ſtand 
by him on the other Side; that is, his 
Own Rook in the Biſhop's Place, and the 

een's Rook in the Queen's Place, and 
either of theſe Changes but for one 
1 This is the King's firſt Prero- 


f THE 
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TRE ſecond is, that whereas any Man 
may be taken by any Adverſary, if he 
be brought ſo near, as to come within the. 
Compaſs, the King cannot; but he is 
only to be ſaluted by his Adverſary with 
the Word, Check, adviſing him thereby to 
look about him the more . warily, and 
provide for his own Safety : Now if that. 
Adverſary do this unguarded ſo near the. 
King, he may ſtep thither by his true 
Draught, and the King may ſtay him 
with his own Hand, if he judge it con- 
venient 


* 
* 
* 


As for the Pawn,. the firſt Privilege 


he has, is, that whereas his Walk is but 
to the next Houſe forward in his own. 
File at once, when he marches, and to 
the next Houſe ſide-long forward of the 
next File of either Side, when he takes; 


T fay, his Privilege is, that he may re- 


move to the ſecond Houſe forward, which 
is the fourth Rank in his own File for his 


firſt Draught, and ever after but one for- 


ward at once. 

TE ſecond Privilege is greater, and 
that is, When any Pawn is come ſo far 
as to the. firſt Rank of the Adverſary, 
and ſeats himſelf in any of his noble 
Houſes, he is dignified for this Fact, with 
the Name and Power of a Queen, and ſo 
becomes chief of his own King's Forces, 


r 
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if the firſt Queen were ſlam before; and 
if the firſt Queen be yet ſtanding in the 


Field, the Pawn coming to the Rank a- 
foreſaid, in any Houſe whatſoever, may 
there make what Piece you pleaſe, "which 
yon have already loft. 

SOME are of Opinion, that Cheſs, as 
well as Draughts, may be play'd by a cer- 
tain Rule; indeed I am partly inclined” 
to believe it, notwithſtanding that moſt 
are of a contrary Opinion. 

IHE firſt Remove is an Advantage? 
and therefore you muſt draw for, who 
fhall have the firſt Draught; which may 


be done with a black and white Man di- 
ſtributed into either Hand, and offered 
the Opponent, which he will chuſe; if he 


Hm his own Man; the firſt Draught is 
his; but when a Game is ended, and 
a Mate given, he is to have the firſt 
Draught the next Game, who gave the 
former Mate. 

TEE firſt Remove is diverſe, according 
to the judgment of the Gameſter; as 
ſome will firſt remove their King's Knight” 8 
Pawn one ſingle Remove; that is, to-the 
third Houſe in his own File; others play 
the King's Rook's Pawn firſt, A Idle 
Draught; but the beſt way is to play the 


King's Pawn firſt, a double Remove, that 


8. if they are not prevented by their 
Adver- 
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Adverſary's playing the like, they may 
{ſtill remove that Pawn forward with good. 
Guard; for he will prove very injurious 
to the adverſe King. 

This Pawn I jhall adviſe you to re- 
move firſt, but not ſo venturouſly as a 
double Remove; becauſe, if you cannot 
guard him cunningly, then you are like 
to loſe him with a Check to your King, 
by the Queen's coming. forth upon him, 
to the great Hazard of your King's Rook; 
therefore play your King's Rook one ſin- 
gle Remove, that there may be Way made 
for the coming forth of the Queen one 
Way, two Houſes aſloap, and to your | 
King's Biſhop the other Way, three 
Houſes aſloap, and ſo upon the Neglect 
of your Adverſary, he may be put to a 
Scholar's Check, at leaſt in Danger of 
it: Here note, it is ill to play the Bi- 
ſhop's Pawn. firſt, and worſe to play the 
— 

HE that would be an Artiſt in this 
noble Game, muſt be ſo careful to ſecond 
his Pieces, that if any Man advanced be 
taken, the Enemy may be likewiſe taken 
by that Piece that guards, or ſeconds it; 
ſo ſhall he not clearly loſe any Man, 
which ſhould it fall out contrarily, might 
loſe. the Game: He muſt alſo make his 

1 5 Paſſages 


9  B.* 


A FE hag Peng Dre 9s and pre- ö | 
P 


but Biſhops and Rooks are harder to be \\| 
furpriz'd, 1 they can march from \| 


of Policy, that, if poſſible, you N 
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Paſſages - free for Retreat, as Occaſion: | | 
ſhall ſerve, leſt he be worſted. 1 

IN detending, you muſt alſo be very 
careſul, that you are as able to aſſault 


as your Enemy ; for you muſt not only 
mſwer your Adverſary's Aſſault, by fore- 


enting it, but you muſt likewiſe deviſe "yl 

ts, how to peſter and grieve your AG ||| 
failant, and chiefly how to entrap ſuch 
Pieces as are advanced by him, prevent- '1 
ing their Retreat; amongſt which a 
Pawn is the ſooner eninared, becauſe he 1 
cannot go back for Succour or Relief; 4 


one Side of the Field to the other, to | 
avoid the enſuing Danger; but the Knights \| 
and Queens, of all, are with much Dit WY 
ficulty betray d, becauſe they have ſo ma- 

ny Places of Refuge, and the Queen more. 
eſpecially : Where note, as a great Piece, 


have as many Guards upon any one Piece 
of yours, as you ſte your E nemy has 
when he advances to take it, and be ſure 
withal, that your Guards be of leſs Va- 
lue than the Pieces he. encountereth you 
with; for then if he fall to taking, you 
will reap Advantage thereby; but if you 
ſee you cannot guard yours, but muſt of 


Neceſ- 
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Leceſſity loſe it, then be very circum- 
ſpect, and ſee whether you can take a far 
better Piece of his, in caſe he takes yours, 
by advancing ſome other Piece of yours in 
Guard, for ſo, as it often falls out, that 
yours, which :you had given over for loft, 
may be ſaved, whereas no other Way 
could have done it. 

WHEN an adverſe Piece comes in 
your Way, ſo that by it all may be taken, 
conſider with your ſelf, whether it be e- 
qual in Worth to yours, next, whether it 
can do you any Damage in the next 


Draught, if ſo, let it alone ; for 1 


beſt to play firſt, ſo it is to take laſt; un- 
leſs, as was ſaid, you might take the Piece 
clear, or get a better than that you loſe 
to take it, or at leaſt diſorder him one 
Pawn ir his taking your Man that took 
His; but when you have the Advantage, 
be it but of one good Piece for a wort, 
Or. 95 2 Pan cleat, then it fis fo 


you can; befides; you are to note, that 
whatſoever Piece your Adverſary plays 
moſt, or beſt withal, be ſure, if it lie in 
your Power, to deprive him thereof, tho 


if be done with loſs of the like, or of one 


ſomewhat better, as a Biſhop for a Knight; 
for by this Means you may fruſtrate your. 
Adver- 


Way to take Man for Man, as "often as. 
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Adverfary's Deſign, amd become as cun- 
ning as himſelf. 

Now the chief Aim at Cheſs, is to give 
the Mate, which 1s when :you check the 
King of che adverſe Party, that he can 
9840 take the checking- Piece (becauſe 
it is guarded) nor cover the Check, nor 
yet remove out of it. 

Your Care ought to be in the 13 | 
how to deprive. him of ſome of the beſt 
Pieces, as his Queen or Rook; and the 
way to entrap the Queen is two-fold ; 
Firſt, By confining her to her King, ſo 

that ſhe may not remove from him, for 

leaving him in Check of an adverſe Piece. 
Secondly, By bringing her to, or eſpying 
her in ſuch a Place, as a Knight of yours 

may check her King, and the next Draught 
take her. In the ſame Manner you may 
ſerve a Biſhop, if the adverſe Queen co 
vers. her ſloap-wiſe; but if ſhe ſtand not 
in ſuch a Poſture, ſhe may be brought to 
it; entice her thither with ſome unguard- 
ed Man, which ſhe out of Eagerneſs of 
taking for nothing, may induczeetly bring 
herſelf into Trouble. 

But if you intend to catch the Queen 
with a Knight, imagine that the adverſe 
King ſtands in his own Place unremoved, 
and that the Queen has brought her felf 
to ſtand in that Place, where the Rocks 's 

| 00 7 
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Rook's Pawn flood ; Firſt, She ſtanding 


in this Poſture, bring, if you can, one of 


your Knights to check her King, in the 


third Houſe before his own Biſhop; and 


if there be no Man ready to take up 
your Knight immediately, he will take up 
the Queen at the next Draught. 

THE Rooks are alſo to be ſurpriz'd two 
Ways; Firſt, by playing your Biſhop in- 
to your Knit ght's Pawn's firſt Place of 
ſtanding, which Biſhop ſhall march a- ſloap 
towards the adverſe Rook of the oppo- 
fice Corner, which if yon can make un- 
covered of the Knight's Pawn, your Bi- 
ſhop will then undoubtedly take clear for 
-nothing : 'The other Way is like that of 
ſurprizing the Queen, with a Biſhop or a 
Knight; where you maſt take Notice, That 
your Adverſary' s Queen's Rook is ſo much 
the eaſier to be taken with your Queen's 


Knight, that that Knight, at his third | 


Praught, may check the King, and take 
the fame Rook at his fourth Draught. 
There are ſeveral other Ways to take a 
Rook, which Practice muſt inform you. 
THERE is an ingenious Way of taking a 
great Man for a Pawn ; when you eſpy 
two great Men of your - Adverfary? s ſtand- 
ing in one and the ſame Rank, and büt 
one Houſe between them; then prepare a 
Guard (if you have it not ready to your 
Hand) 


% / ᷣͤᷣmcbõ d ð v ̃ĩͤ v edi 


The Game of Cheſs: 143 


Hand) for a Pawn, which bring up to the 
Rank next to them, in the Middle or Front 


of both of them, and without doubt, if 
he fave the one, your Pawn will take tlie 


other ; this way of taking 1s called a Fork 


or Dilemma. 


THE neateft and moſt' prejudicial Trick, 


you can put upon your Adverfary at Cheſs, 
is a Check by Diſcovery, which may be 
thus effected: Obſerve When you find your 
Adverſary's King any way weakly guard- 
ed, or perhaps not at all, that is, eaſy to 
by check'd ; then before you bring that 
Piece that can check him, there to pro- 


vide ſome other Man in that Courſe 


that checks him not ; aiterwards bring 


that Piece of yours which will check him 


(your brought Piece being away) and then 
with all poſſible Speed remove away for 


that former Piece, where it may moſt an- 


noy him, ſaying withal, Check by Diſcovery 


of your laſt brought a Piece; Which he be- 
ing compell'd to cover or remove, you 


may do him a greater Prejudice with that 
Piece you removed from between the 
Check at the next Draught, thus demon- 
rated : 


SUPPOSE you play with the white Men, 


he removes firſt his King's Pawn a doubte 
Draught forward, you anfwer him with 
che like Play; he then plays out his King's 


Knight 


144 The Game of Cheſs. 
Knight in Front of his King's Biſhop's 
Pawn, you do the like with yours : That 
Knight of his takes your King's Pawn, 
and your Knight takes his likewiſe ; he | 
advances the Queen's Pawn, and removes 
to chaſe away or to take your Knight; 
you play up your white Queen one re“ 
move before your King, to frighten his 
Knight alſo.; he thinks 1t better.to fave 
his Knight from your Queen, than take 
yours with his Queen's Pawn, and there- 
fore conveys him away into a more ſecure 
Place; you play your King's Knight in 
Front of his Queen's Biſhop's Pawn, and 
there withal ſay, Check by Diſcovery of your 
Queen; now let him cover this Check by 
Diſcovery as well as he can, your Knight 
at the next Draught will aſſuredly take his 
Queen. There are ſeveral other Ways to 
make a Diſcovery, and a Mate given with 
it, which 1s the nobleft Mate of all. 
A Queen, if loft, endangers much the 
Game; but if there be Pawns left on ei- 
ther Side, there is poſſibility of making a 
new Queen, and ſo by Conſequence the 
Renovation of the Game, which Ten to 
One was loſt before. There are ſeveral 
ways to mate this Queen, and eſtate her 
in as great Power as the former; for 
Brevity ſake, Two Pawns in Files next one 
to the other, and play'd firſt one pa: 
| ; " «Ml 
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and the other Backward cloſe together, 


is a good way to make a new Queen, e- 
ſpecially if any one of them be guarded 
underneath with a Rook; for ſo they will 


force their Way before them, nor can any 


of them be taken without great Difficulty 
and Danger. | 

As to the ſhort Mates, take theſe Ob- 
ſervations; Having both placed your Men, 
and yours the firſt Draught, ſuppoſe you 
advance your King's Pawn forward one 
ſingle Remove, and your Adverſary plays 
his King's Pawn forward, a double Re- 
move in his own File; you at your ſe. 
cond Draught come out with your Queen 
upon that Pawn,placing her in the Houſe for- 


ward of your King's Rook's ; your Enemy, 
to guard his King's Pawn, plays forth his 


Queen's Knight into the third Houſe of 
his Queen's Biſhop's File, you (hoping 
that he will not ſpy the Attempt) bring, 
for your third Draught, your King's Bi- 
op, which you place in the fourth Houſe 


of your Queen's Biſhop's File; he not per- 


ceiving your Intention, judging all ſecure, 
makes for your Queen with his King's 
Khight , playing it in the Front of his 


| King's Biſhop's Pawn, either to chaſe her 
away or take her; you immediately upon 
| this, take up that Biſhop's Pawn with your 


Queen, and for your fourth Draught give 
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him a Mate, which is called a Scholar's 
Mate, becauſe any but young Beginners 
may prevent it. 

You may alſo give a Mate at two 
Draughts, if you encounter with a raw 
Gameſter, playing after this manner; 
Firſt, he removes his King's Biſhop's 
Pawn a ſingle Draught which ! is ill Play 

firſt) you your King's Pawn a ſingle 


Remove, he his King's Knight's Pawn 


advanced a double Remove for his ſe- 
cond Draught, you bringing out your 
Queen into the fifth Houſe of your King's 
Rook's File, give him a Mate at your 
ſecond Draught. 

THERE is another call'd a Blind-Mate, 
and that is when your Adverſary gives 
you a Check, that you cannot avoid by 
any Means, and is indeed a Mate abſv- 
late ; he, not ſeeing it to be a Mate, ſays 
only to you, Check, and it is therefore cal- 
led a Blind-mate ; this {hould be both Loſs 
of Game and Stake, if you before. agree 
not to the con rary. 

A $:a/e may be termed a Mate and no 
Mate, an end of the Play, but no end of 
the Game, becauſe it properly thould be 


ended with * a Check-mate, Lhe Scale 1s 


thus, When his King hath the worſt of 
the Game, and is brooght to ſuch a Strait, 
that be hath but one Place to fly unto, 

| and 


— 2 
unto, 
and 
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and the purſuing King is ſo unadviſed as 
to bar him out of that Place, or ſto 
without checking him, the diſtreſſed King 
being no way able to remove but l in Check, 
and having no other Piece of his own chat 
he can play, then it is a Stale, and .a loſt 
Game to him that ; IVES it: Therefore he 
that follows the flying King, gives him 


Check, as long as He has any Place to fly | 
to; but when he has none left, to avoid 


his Check, let him then ſay Chect-mate, 
and both Game and Stake are won. 

LASTLY, There is another Term uſed 
in Cheſs-playing, and that is called a Dead- 
Game, which makes, (if I may ſpeak impro- 
perly) an endleſs End of the Game, both 
Gameſters ſaving their Stakes. And thus 
it is: When the Aſſailant falls to take all 
that comes near, careleſly giving Man for 
Man, that it happens that either King 
hath but one Man a- piece left him, the 
Aſſailant following his eager purſuit, takes 
his Adverfary's Man, not minding that 
his King can take his alſo ; ſo that the 
Kings loſing all their Men, and they be- 
ing unable to come ſo near as to grapple, 
the Game is ended, but the Stakes on both 
Sides are ſaved. 

L ſhall conclude this Game with the 
Laws of Cheſs, which are theſe follow- 


ing. | 
13 1. WHAT 


The Game of Cheſs. 


. WHAT Piece ſoever of your own 
5 you touch or lift from the Point whereon 
it ſtandeth, you mult play it for that 
Draught if you can; and into what Houſe 
you ſet your Man, "there it muſt ſtand, 
according to the Saying at this Game, 
Touch and take, out of Hand and ſtand. 
2. IF you take up your Adverſary's 
Man, and after think it beſt to let it ſtand 
untaken before you ſet your Piece in 
Place thereof, you muſt cry him Mercy 
or loſe the Game. 

3. IF your Adverſary play a falſe 
Draught, and you ſee it not till you play 
your next Draught, twill then be too late 
to challenge him for it. 

4. IF you play a falſe Draught through 
Miſtake, and your Adverſary take no No- 
tice for his Advantage, and plays his next 
Draught, you cannot recal it. 

5- Ir you miſplace your Men, and ſo 
play a while, and then diſcover it, it lies in 
your Adverſary's Power to continue or be- 
gin the Game. 

6. PAWNS may be play'd a e 
Remove forward for their firſt Draught, 
but no Pawn has that Privilege without 
Permiſſion, on whoſe rext File on either 
Side, a Pawn of your Adverlary's is al- 
ready advanced, as far as your fourth 
Kank. 

7. THE 


Of Billiards. 149 

7. ThE ſtanding of the King ought to 
be certain in his ſhiſting, and not as you 
pleaſe to place him, as ſome Men do. 

8. IF your King ſtand in the Check of 
any adverſe Piece, and you have play'd 
one Draught or more, without avoiding 
the Check, your Adverſary may fay Check 


to whom he liſteth, and for your Draught 


then, make you avoid the Check you 

ftood in, though it may be to your great 

Peril. 5700 = 
9. IF any one condition by Wager, that 


he will give Mate or win the Game, and 


the Adverſary brings it to a Dead-Game, 
though he ſave the firſt Stake, he loſes 
the Wager. 


ro. HE that gives over the Game be- 


fore it is finiſhed, without the Conſent of 
his Adverſary, loſes his Stake. | 


Many more Obſervations might be 


here inſerted, for the underſtanding of this 
noble Game, which I am forced to wave 


to avoid Prolixity, | 


' 
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+ HE genteel, cleanly and ingenious 


Game at Billiards, had its firſt Ori- 


ginal in Italy); and for the Excellency of 
the Recreation is much approved of, and 


3 play'd 
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Play d hy moſt, Nations in Earopr, eſpe- 


cially in England, there being few Towns 
of Note therein which have not a publick 
Billiard-Table. Neither are they wanting 
in many Noble and private Families in 
the Country, for the Recreation of the 
Mind, and Exerciſe of the Bod. 
THE Form of a Billiard- Table is Ob- 
long, that is, ſomething longer than it is 
broad ; it is rail'd round, which Rail or 
Ledge, ought to be a little ſwell'd or ſtuff d 
with fine Flax or: Cotton; the Superficies 
of the Table muſt be covered with Green- 
Cloth, the Einer and more freed from 


Knots the better it is; the Board muſt 


be levell'd as exactly as may be, ſo that 
a Ball may run true upon any Part of the 
Table, without leaning to any Side there- 
of; but what by reaſon of ill- ſeaſon d 
Boards, which are ſubject to warp, or the 
Floor on which it ſtands being uneven, or 


in Time, by the Weight of the Table, 


and the Gameſters yielding and giving 
way, there are very few Billiard- Tables 
which are found true; and therefore ſuch 
which are exactly levell'd, are highly va- 
Tuable by a good Player; for at a falſe 
Table, it it impoſſible for him to ſhew 
the Excellency ot his Art and Skill, where- 
by Bunglers many times, by knowing the 
Windings and Trick of the SONG have 

| ame- 
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ſhame fully beat a very good Gameſter, who 


at a true Table would have given him 


Three in Five. 

BV T to proceed in the Deſcription 
thereof. At the four Corners of the Table 
there are Holes, and at each Side exactly 


in the Middle, one, which are called Ha- 


zards ; and have hanging at the bottoms, 


Nets to receive the Balls, and keep them 
from falling to the Ground when they are 
hazarded. I have ſeen at ſome Tables 


wooden Boxes for the Hazards, ſix of 
them, as aforeſaid ; but they are no- 
thing near ſo commandable as the For- 


mer, becauſe a Ball ſtruck hard, is more 
apt to flie out of them when ſtruck in. 
THERE is to the Table belonging an 


Ivory-Port, which ftands at one End of 


the Table, and an Ivory-King at the o- 
ther, two ſmall Tvory-Balls and two Sticks: 
Where Note, If your Balls are not com- 


_ pleatly round, you can never expect good 
Proof in your Play: Your Sticks ought to 


be heavy, made of Brazzle, Lignum-vitæ, 
or fome other weighty Wood, which at 


the broad End mult be tipp'd with Ivory, 


where Note, if the Heads happen to be 


| looſe, you will never ſtrike a ſmart Stroke; 


you will eaſily perceive that De ect by the 


hollow Deadneſs of your Stroke, and faint 


running of your Ball. 
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Seven, if Odds be given, 


. ſhion, and your Adverfary 
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THe Game is Five by Day-light, or 
and Three b 
Candle-light, or more, according to Odds, 
in Houſes that make a Livelihood there- 
of : But in Gentlemens Houſes there is 
no fuch Reſtriction; for the Game may 


juitly admit of as many as the Gameſters 


leaſe to make. 


For the Lead, you are to ſtand on the 


one Side of the Table, oppoſite to the 
King, with. your Ball laid near the Cu- 
on the other 
in like Poſture; and he that with his 
Stick, makes his Ball come neareſt the 
King, leads firſt. 

THE Leader muſt have a Care, that 
at the firſt Stroke, his Ball touch not the 
End of the Table, leading from the King 
to the Port; 
he need not fear to do it; and let him ſo 
lead, that he may either be in a poſſibi- 


but after the firſt Stroke, 


4 


lity of Paſſing the next Stroke, or ſo cun- 


bir lie, that he may be in a very fair 
Probability of Hazarding his Adverſary's 
4 that very Stroke he play'd after 

m. 

THe firſt Conteſt is, who ſhall Paſs firſt, 
and in that Strife there are frequent Op- 
portunities of Hazarding one another; and 
it is very pleaſant to obſerve, what Poli- 


cies are uſed in hindering one another from 
the 
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the Paſs, as by turning the Port with a 


ſtrong clever Stroke; for if you turn it 
with your Stick, 1t muſt be ſet right a- 
gain; but indeed more properly, he that 


doth it ſo ſhould loſe One; ſometimes it 


is done (when you ſee it is impoſſible to 


paſs) by laying your Ball in the Port, or 


before your Adverſary's, and then all he 
can do is to pals after you; if he has 
paſs'd, and you dare not adventure to paſs 
after him, for fear he ſhould in the Inte- 
rim touch the King, and ſo win the End, 


| you muſt wait upon him, and watch all 


Opportunities to Hazard him, or King 


him; that is, when his Ball lies in ſuch 


manner, that when you ſtrike, his Ball 


may hit down the King, and then you 


win One. 


HERE Note, That if you ſhould King 
him, and your Ball fly over the Table, 


or elſe run into a Hazard, that then you 
loſe One notwithſtanding. ST 

THE Player ought to have a curious 
Eye, and very good judgment, when he 
either intends to King his Adverſar 8 


Ball, or Hazard it, in taking or quarter- 


ing out juſt ſo much of the Ball as will 
accompliſh either ; which Obſervation muſt 
be noted in paſſing on your Adverſary's 
Ball, or Corner of the Port. Some I have 
obſery'd ſo skilful at this Recreation, that 
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if PY have had leſs than a fifth Part 
of a Ball, they would rarely miſs King or 
Hazard. 
As this is a cleanly Paſtime, ſo there 
are Laws or Orders made againſt Lolling, 
ſlovenly Players, that by their Forfei- 
tures, they may be reduced to Regula- 
rity and Decency ; wherefore be careful 
you lay not your Hand on the Table 
when you ftrike, or let your Sleeve drag 
upon it, if you do, it is a Loſs; if you 
ſmoak, and let the Afhes of your Pipe 
fall on the Table, whereby oftentimes the 
Cloth is burned, it is a Forfeiture ; but E 
that ſhould not ſo much deter you from 
it, as the Hindrance Piping is to your 
__ | hg 8 
WHEN you ftrike a long Stroke, hold 
«your Stick neatly between your: two Fore- 
Fingers and your Thumb, then ſtrike 
ſmartly, and by aiming rightly, you may, 
when you pleaſe, either fetch back your 
Adverſary's Ball when he lies fair for a 
Paſs, or many times when he lies behind 
the King, and you at the other End of 
the Table, you may King him backward. 
| Te yon lie cloſe, you may uſe the ſmall 
End of your Stick, or the Flat of the 
big End, raifing up one End over your 
Shoulder, which you ſhall think more con- 
venient for your Purpoſe. | 
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Ha vk a Care of Raking, for if it be 
not a Forfeiture, it is a Fault hardly ex- 
cuſable; but if you touch your Ball twice, 
it is a Loſs. | 

BEWARE when you jobb your Ball 
through the Port with the End of your 
Stick, that you throw it not down; il yon 
do, it is a Lols; but do it ſo handſomely, 
that at one Stroke, without turning the 
Port with your Stick, you effect your Pu 
poſe ; it is good Play to turn the Port 
with your Ball, and fo hinder. your Ad- 


verſary from Paſſing ; neither is it a-miſs, 


if you can, to make your Adverſary a 


Fornicator, that is, having paſt your ſelf 
a little way, and the other's Ball being 


hardly through the Port, you put him 
back again, and it may be quite ont of 
Paſs. 

I T argues Policy to lay a long Hazard 
ſometimes for your Antagoniſt, whereby 


| he is often entrapped for raſhly adventu- 


ring at that Diſtance , which lies very 
near it, he frequently runs in himſelf, by 


reaſon of that great Diſtance. 


THERE is great Art in lying ab- 


ſcond, that is, to lie at bo-peep with your 


Adverſ ary, either ſubtilly to gain a Paſs or 
Hazard. 
HERE Note, If your Adverſary has not 


Paſs'd, and lies up by the King, you may 
endea- 
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endeavour to Paſs again, which if you do, 
and touch the King, it is two; but if 
thrown down you loſe : Some, inſtead of 
a King, uſe a String and a Bell, and then 


you need not fear to have the End, if 
you can Paſs; this is in my Judgment, = 


bungling Play, there being not that curi- 
ous Art of finely touching at a great Diſ- 
tance a King, that ſtands very tickliſhly. 


Fox your better underſtanding of the 


Game, read. the enſuing Orders. But there 
is no better way than Practice to make 
you perfect 8 880 


ORDERS 75 be obſerved by ſuch who 
will play at Billiards. 


F the Leader touch the End of the 
Table with his Ball, at the firſt 
Stroke, he loſes One. 


2. IF the Follower intend to hit his Ad- 


verſary's Ball, or Paſs at one Stroke, he 
mult String his Ball, that is, lay it even 
with the King, or he loſes One. _ 
. HE that paiks through the Port, 
105 the Advantage of touching the King, 
which is One, if not thrown down. 
4. HE that paſſes twice, his Adverſa- 
Ty having not pais'd at all, and touches 


the King withour throwing him down, 


wins two Ends. 


3. Us 


9% „e i 5. An 


5. HE that - paſſes not, has no other 
Advantage than the Hazards. 
6. HE that is a Fornicator, that is, 
has paſs d through the Back of the Port, 
he muſt paſs twice through the Fore- 
part, or he cannot have the Advantage of 


paſſing that End. 


7. HE that hits down the Port or 
King, or Hazards his own Ball, or ſtrikes 
either Ball over the Table, loſes One. 

8. HE that Hazards his Adverſary's 


Ball, or makes it hit down the King, win- 


neth the End. 

9. Ir Four play, Two againſt Two he 
has miſtakes his Stroke, loſes one to that 
Side he is of. 

10. HE that after both Balls play d- re- 
moves the Port without Conſent, or ſtrikes 
his Ball twice together, or that his Ad- 
verſary's Ball touch his Stick, Hand, Cloths, 
or Plays his Adverſary's Ball, loſes one. 

HE that ſets not one Foot upon 
the rem when he ſtrikes his Ball, ſhall 
loſe an End; or if he lays his Hand or 
at on the Cloth. 

' A Stander by, though he bets, 
all not inſtruct, direct, or ſpeak in the 
Game, without Conſent, or being firſt ask d; 
if after he is advertiſed hereof, he offend 
in this Nature, for every Fault he ſhall 
inſtantly forfeit Two-pence, for the Good 

of 
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of the Company, or not be ſuffered to ſtay | 
in the Room. 

13. HE that plays a Ball, while the 
other runs; or takes up a Ball before it lie 
fill, loſes an Fnd. - 

14. HE that removes the Port with his 
Stick, when he ſtrikes his Ball, and there- 
by prevents his Adverſary's Ball from paſ- 
ſing loſes an End. | 

15. ALL Controverſies are to be deci- 
ded by the Standers-by, upon asking Judg- 
ment. Here Note, that whoever breaks 
the King, forfeits a Shilling, for the Port 
ten, Shillings, and each Stick five Shil⸗ 
lings. 

16. Five Ends make a Game by Day- 
light, and three by Candle- light. 


The ORDERS in Verſe, as I found 
them fram'd for a very ancient BIL- 
LIARD-TABLE. 

(Bit, 


HE leading Ball the upper end mayn't 
For if it does, it loſes one by it 
2. The Follower with the King lie even ſhall, 
I he does paſs or hit the other's Ball , 
Or elſe loſe One. The like if either lay 
Their Arm or Hand on Board when they 
do play. Gall 
. That Man wins one who with the other's 
So ſtrikes 71 * that 50 doth make | 
pin tal all. 4 1 7 | 
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4. If firiking at a Hazard both run in, 
The Ball ftruck at thereby an End foal Win. 

5. He loſes one that down the Port does fing; 
The like does he that joſtles down the King. 
C. He that in Play rhe adverſe Ball ſhall 
touch 
With Stick, Hand, or Cloaths, forfeits 
Juſt as much. 
Aud he that twice has paſs'd all zouch 
the King, 
The other not paſs'd at all foal 2 
Ends win. 
9. If both the Balls over the Table Hie, 
The Striker of them loſes one thereby. 
Aud if but one upon the Board attend, 
The Striker ſtill the Loſer of the End. 
One Foot upon the Ground muſt ſtill be ſet, 
Or one End's loſt, if you do that forget; 
And if you twice Hall touch a Ball ere he 
Hath ſtruck between, au End for him is free. 
10. If any Stander-by ſhall chance to Bet, 
4 will inſtruct, he then muſt pay the Ser. 
. The Port or King being ſet, who moves 
the ſame 
With Hand or Stick , ſhall 22 rhat End 
or Game. 
12. Ze that can touch being paſsd, or frrike 
tbe other 
Into the Hazard, is allow'd another. 


I 


* 


13. If any Stander- by ſhall flop a Ball, 


The Game being * therely, he pays for T 
14. 4 
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14. F any Paſs be ftricken back again, 
His Paſs before ſhall be accounted vain. 


15. He that breaks any thing with Violence, 


King, Port, or Stick, is to make good 1h 
Offence. 

16. If any not the Game doth fully know, 
May as another whether it be ſo, 
Remember alſo when the Game you win, 
To ſet it up fear of Wrangling. 

17. He that doth make his Ball the King 

\ light hit 7 
And holes the other, ſcores two Ends for it. 


- | - 
THERE are ſeveral other Orders which 
only concern the Houſe, which I omit, as 
impertinent to the Rules of playing at 
— | | | 
SINCE Recreation is a thing lawful in it 
ſelf, if not abuſed, I cannot but commend 


this as the moſt genteel and innocent of 


any I know, if rightly us'd; there being 
none of thoſe Cheats to be play'd at this, 


as at ſeveral other Games. There is no- 


thing here to be us'd but pure Art; and 
therefore I ſhall only Caution you, when 
you go to Play, that you ſuffer not your 


{elf to be over-match'd, and do not, when 


you meet with a better Gameſter than 
your ſelf, condemn the Table, and do not 


ſwear as one did playing at Nine-pins, this 


Ss 7 


L. N. hath put falſe Pins upon me. 
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To conclude, I believe this Paſtime is - 


not ſo much us'd of late as formerly, by 
reaſon of thoſe ſpunging Caterpillars which 
ſwarm where any Billiard-Tables are ſet 
up, who make that ſingle Room their 
Shop, Kitchen, and Bed-chamber ; their 
Shop, for this is the Place where they 
wait for ignorant Cullies to be their Cuſ- 
tomers; their Kitchen, for from hence 
comes the major part of their Proviſion, 
Drinking and Smoaking being their com- 
mon Suſtenance; and when they can per- 


ſwade no more Perſons to play at the 


Table, they make it their Dormitory, and 
lleep under it; the Floor is their Feather- 
bed, the Legs of the Table their Bed- 


Poſts, and the Table the Teſter; they 


Dream of nothing but Hazards, being ne- 


ver out of them; of Paſſing and Re-paſſing;. 


which may be fitly apply'd to their lewd 
Lives, which makes them continually paſs 
from one Priſon to another, till their Lives 
are ended ; and there is an End of the 
Game. | 
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GAMES upon the CARDS, 


Comaining a Variety of diverting. 


Pancies and Tricks upon the ſame. 


0 ind out among ſeveral Cards, 
one that another has thought of. 


HavinG taken out of a 
Ra8t0S%k Pack of Cards, a certain Num- 
der of Cards, at Pleaſure, and ſhewn them 
in order upon the Table, before the Per- 
ſon that is to think, beginning with the 
lowermoſt, and laying them cleverly one 
above another, with their Figures and 
Points upwards, and counting thera rea- 


dily, 
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dily, that you may find out the Number, 
which, for Example, we ſhall ſuppoſe to 


be cwelve; bid him keep in mind the 


Number that expreſſes the Order of the 


Card he has thought of, namely, one, if 


he has thought of the firſt, two, if he 
has thought of the ſecond, three, if he 


has thought of the third, Ge. Then lay 
your Cards one above another, upon the 


reſt of the Pack firſt, that was ben firſt 
upon the Table, and that laſt which was 
laſt ſhewn. Then ask the Number of the 
Card thought of, which we ſhall here ſup- 


poſe to bat four, that is, the fourth Card 


in order ot laying down, is the Card 


thought of. Lay your Cards with their 


Faces up, upon che Table, one after a- 


nother, beginning with the uppermoſt, 


which you are to reckon four, the Num- 
ber of the Card thought of ; ſo the ſe- 
cond, next to it, will be five, and the 
third under that, ſix, and ſo on, till 
you come to twelve, the Number ot the 
Cards you firft pitched upon to fhew the 
Perſon ; and you'll find the Card that 


the Number twelve falls to,. to be the 


Card W of. 


Several 
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Several Parcels of Cards being propoſed 
or ſhewn to as many different Perſons, to 
the end that each Perſon may think upon 
one, and keep it in his Mind; to gueſs the 
* Card that each Perſon has zbought 
0 

WE'IL ſuppoſe there are three Per- 


ſons, and three Cards ſhewn to the firſt 
Perſon, that he may think upon one of 


them, and theſe three Cards laid aſide 
by themſelves; then three other Cards 
held before the ſecond Perſon, for the 
lame End, and likewiſe laid apart; and at 
laſt, three different Cards again to the 
third Perſon, to the ſame End, and like- 
wiſe laid apart. This done, turn up the 
three firſt Cards, laying them in three 
Stations; upon theſe three lay the next 
three other Cards that were ſhewn to the 


ſecond Perſon; and above theſe again the 


three laſt Cards: Thus you have your 
Cards in three Parcels, each of which con- 
fiſts of three Cards. 
ſon in what Liſt is the Card he thought 
of; after which twill be eaſy to diſtm- 

guiſh it; for the firſt Perſon 8 Card will 
Ke the firſt of his Heap; and. in like 


manner the Second's will & the ſecond in 


his; and the third Perſon's Card will be 
the third i in his. 


Several 


Then ask each Per- 


Games on the Cards. 165 


Several Cards being ſorted into three e- 


qual Heaps, to gueſs the Card that one 
thinks of. 


TIs evident that the Number of Cards 
muſt be diviſible by three, ſince the three 
Lifts are equal. Suppoſe then there are 
thirty ſix Cards, by conſequence there are 


twelve in each Lift ; ; ask in what Lift is 
the Card thought upon; then put all the 


Heaps together, ſo as to put that which 
contain'd the Card thought upon between 
the other two ; then deal off the thirty 
ſix Cards again into three equal Hands, 
obſerving that Order of the firſt Card to 
the firſt, the ſecond to the ſecond, the 
third to "the third, the fourth to the firſt 
again, and ſo round, dealing one Card at 
a time, till the Cards are dealt off, Then 
ask again, in what Hand, or Heap, is 
the Card thought upon, and after laying 
together the Cards, ſo as to put that which 


contain'd the Card between the other two, 


deal off again, as you did before, into 
three equal Lifts. This done, ask once 
more, what Lift the Card is in, and 
you'll eaſily diftinguith which is it, for it 


ies in the middle of the Lift to which i it 


belongs; that is, in this Example, tis 
the 6th Card; or if you will, to cover 
the 
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the Artifice the better, you may lay them 
all together, as before, and the Card will 


be in the middle of the whole, that is, 


the eighteenth. 


To gueſs the Number of a Card drawn 
out: of a Picquet Stock conſiſting of thirty 
two Cards. . 


ArTxx one hath drawn what Card, he 
pleaſes, you may know how many Points 


are in the Card thus. drawn, by reckon- 


ing every Knave two, Queen three, and 


King four, and the reſt according to 


the Number of their Points; then look 
ing upon the reſt of the Cards, one af- 


ter another, add. the Points of the firſt 
Card to the Points of the ſecond, and 
the Sum to the Points of the third, 
and ſo on; till you come to the laſt 


Card, taking Care all along to caſt out 


ten, when the Number exceeds it ; up- 
on which Account you ſee. tis needleſs 


to reckon in the. Ten's, ſince they are to 


be caſt out however; only you muſt al- 
ways add four to the laſt Sum, in order 
to. have another Sum, which being ſub- 


ſtracted from ten, if it be leſs, or from 
twenty if it ſurpaſſes ten, the Remainder 


will be the Number of the Card drawn ; 


— 


ſo 


taker 
takin 
to YC 
{even 
joint 
two ( 

Tc 
touch 
to. ſu 
each 
ſix 
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ſo that if two remain 'tis a Knave, if three, 


a Queen, if four, a King, and 10 on. 


4 


To gueſs the Number of the Points, or 
Drops, of two Cards drawn out of a Com- 


pleat Stock of fifty two Cards. 


AFTER any one has drawn at Pleaſure 
two Cards out of the whole Stock, bid 
them add to each of the Cards drawn as 
many other Cards as his Number is un- 


der twenty five, which 1s the half of all 
the Cards, wanting one, fixing upon each 


faced Card what Number he pleaſes ; if 


the firſt Card be ten, add to it fifteen 
Cards; and if the ſecond Card be ſeven, 
add to it eighteen Cards; ſo that in this 
Example there will remain but ſegenteen 
Cards in the Stock, the whole Number 
taken out amounting to thirty five. Then 
taking the Remainder of the Pack in- 
to your Hands, and finding they are but 
ſeventeen, conclude that ſeventeen is the 
joint Number of all the Points of the 


two Cards drawn. 


To cover the Artifice, you need not 
touch the -Cards, but order the Drawer 


to {ſubtract the Number of the Points of 


each of the two drawn Cards from twen 
ad which is half the N umber of all 
" 
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the Cards, and direct him to add together 
the two Remainders, and acquaint you with 
the Sum, to the End you may ſubtract 
it from the Number of the whole Stock, 
z. e. fifty two; for the Remainder of that 
is what you look for. | 

» For Example, ſuppoſe a Ten and a 
Seven are the Cards drawn; take ten 
from twenty ſix there remains ſixteen; 
and taking ſeven from twenty ſix, the Re- 
mainder is nineteen ; the Addition of the 
two Remainders ſixteen, nineteen, makes 
a Sum of thirty five, which ſubtracted 
from fifty two, leaves ſeventeen for the 
Number of the Points of the two Cards 


drawn. 
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GENTLEMAN's DIVERSION 


In the Arts and My ſteries 
of Riding, Racing, Archery, 
Cock fighting, and Bowling. 
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I. The Art and Myſtery of RIDING, 
whether the Great Horſe, or any 
ot her. 


S an INTRODUCTION to the 
Art of RI DING, I think it re- 

quiſite to treat of the taming 

—— ofa young Colt: In order here- 
unto, obſerve, that after your Colt hath 

been eight or ten Days at home, and is 
reduced to that Familiarity that he will 
endure currying without ſhewing Averſion 
thereunto, and will ſuffer his Keeper to 
handle and ftroke * in what Part ow 
| | the 


170 Of Riding.” 

the Body he. thinketh beſt, . then it is 
Time to offer him the Saddle; firſt 
laying it in the Manger, that he may 
Imell to it, and thereby grow acquainted 
with it, uſing all other Means, that he 
may not be afraid either at che Sight 
thereof, or at the Noiſe of the Stirrups. 

Having gently put on the Saddle, take a 
ſweet watering Trench waſh'd and anointed 
with Honey and Salt, and ſo place it in 
his Mouth, that it may hang directly a- 
bout his Toſh, ſomewhat leaning thereon : 

Having ſo done, which muſt be in a 
Morning after dreſſing, then lead him out 


in your Hand, and water him abroad; 


then bring him in; and after he hath 


tood rein'd a little upon his Trench, an 


Hour, or thereabouts, then unbridle and 
unſaddle him, and give him Liberty to 
feed till Evening, and then do as be- 
fore; having cheriſhed him, dreſs and 
clothe him for the Night. 


THE next Day do as you did before, 


and after that, put on him a ſtrong Muſ- 
role, or ſharp Cavezan and Martingal, 
which you muſt buckle at that Length, 


that he may only feel it when he jerketh 


up his Head, then lead him forth into 
{ſome new pl Jow'd Land, . or ſoft Ground, 
and there / having made him trot a ,good 


while about in your Hand, to take him 


oft 
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off from Wantonneſs and wild Tricks, 
offer to mount, which if he then refuſe 
trot him again in your Hand, then 
put your Foot into the Stirrup, and 
mount half Way, and diſmount again; if 
he ſeem diſtaſted at it, about with him 
again, and let him not want Correction; 
but if he take it patiently, cheriſn him, 


and place your ſelf in the Saddle, but ſtay 


there a very little while, then cherith him 
again, and give him Bread or Graſs to 
feed on; then having ſeen all Things fit 
and ſtrong without offence to your ſelf 
and Horſe, remount him, placing your 
ſelf even in the Saddle, carrying your 
Rod inoffenſively to his Eye; then let 
ſome Perſon, having in his Hand the 


Chaff-halter, lead him a little Way, then 


make him ſtand, and having cheriſh'd 
him, let him forward again; do this ſe- 
ven or eight times, or ſo often till you 


have brought him of his own Accord to 


go forward, then muſt you ſtay and che- 
Tiſh him, and having brought him home, 
alight gently, then dreſs and feed him 
was :- 

OBSERVE this Courfe every Day till 
you have brought him to trot, which will 
be but three at the moſt, if you obſerve 
to make him follow ſome other Horſe- 
man, ſtopping him now and then gently, 
L 2 and 
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and then making him go forward, re- 


membring his ſeaſonable Cheriſhings, and 
not forgetting his due Corrections as of- 
ten as you find him froward and rebel- 
. Housz and when you ride him abroad, 
return not the ſame Way home, that you 
may make him take all Ways indifferent- 
ly : And by theſe Obſervations you will 
bring him to underſtand your Will and 
Purpoſe in leſs than a Fortnight's Time. 
HAvING brought your Horſe to re- 
ceive you to his Back, trot fore: right, 
ſtop and retire with Patience and Obe- 
dience, be never unmindful of your Helps, 


Corrections and Cheriſhings, which conliſt 


in the Yoice, Bridle, Rod, Calves of the 


Lezs, and Spurs; the laſt of which is 


chief for Correction, which muſt not be 


done faintly, but ſharply, when Occaſion | 


Mall require it. 

CHERISHINGS may be comprehended 
within three Heads; the Voice delivered 
imoothly and lovingly, as, /o, ſo Boy, 
%; then the Hand by clapping him gent- 
ly on the Neck or Buttock: Laſtly, the 


Rod by rubbing him therewith upon the 


Withers of the "Main, in which he very 
much delights. 


Tux next that you are to regard, is 


the Muſrole or Cavezan and Martingale; 


this is an excellent Guide to a well di'p 7 ** 


Horſe 
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| Horſe for ſetting of his Head in due 


Place, forming of his Rein, and making 
him appear lovely to the Eye of a Spec- 
tator ; and withal this is a ſharp Correc- 
tion when a Horſe jerketh up his Noſe, 
diſorders his Head, or endeavours to. run 
away with his Rider. 

THE Manner of placing it is thus: 
Let it hang ſomewhat low, and reſt upon 


the tender griſſel of the Horſe's N oſe, that 
he may be the more ſenſible of Correc- 


tion; and let it not be ſtrait, but looſe, 
whereby the Horſe may feel, upon the 
yielding in of his Head, how the Offence 
goeth from him, aud by that Means be 
made ſenſible, that his own Diſorder was 
his only Puniſhment. 

You mult carefully obſerve how you 
win your Horſe's Head, and by thoſe 
Degrees bring his Martingale ſtraiter 


and ſtraiter, to as the Horle may ever 


have a gentle feeling of the ſame, and 
no more, till his Head be brought to its 
true Perfection, and there ſtay. | 

WHEN you have brought your Horſe 
to ſome Certainty of Rein, and will trot 


forth. right, then bring him to the tread- 


ing forth of the large Rings. If mm 
Horſe's Nature be ſlothful — dull, 
ſtrong, trot him firſt in ſome new x K 


Field; but if agil, and of a fiery Spirit, 


1 then 


174 Of Riding. 
then trot him in ſome ſandy Ground, and 


there mark out a ſpacious large King, 
about an hundred Paces in Circumference. 


Having walk' d him about it on the Right 


ſeven or eight Times, you muſt then by 
a little ſtraitning of your right Kein, 
and laying the Calf of your left Leg to 


his Side, making a half Circle within your 


Ring, upon your right Hand down to the 


Center thereof, and then. by ſtraitning 


a little your left Rein, and laying the 
Calf of your right Leg to his Side, mak- 
ing another Semi-circle to your left Hand 


from the Center to the utmoſt Verge; 
which two Semi-circles- contrary turned, 


will make a perfect Roman 8 within the 
Ring; then keep your firſt large Circum- 
ference, walk your Horſe about in your 
left Hand, as oft as you did on your 
right ; and then change within your Ring 
as you did before, to your right Hand 
again; and then trot him firſt on the right 
Hand, then on the left, as long as you 
mall chink convenient, either one, two or 
three Hours, to perfect him in his Leſ- 
ſon; and this muſt be done every Morn- 
ing and Evening too, if you find your 
Horſe ſlothful and dull; otherwiſe you 
need not take ſo much Pains with him. 


HA ING 


Of Riding. 175 
HAVING taught him to trot the large 


Rings perfectly, which will not require a- 


bove four or five Days; then in the ſame 


Manner and Changes make him gallop+ 
the ſame Rings, making him take up his 


Feet fo truly and loftily, that no falſhood 
may be perceived in his Stroke, but that 
tis inward Feet play before his outward, 
and each of a ſide follow the other ſo ex- 


actly, that his Gallop may appear the beſt 


Grace of all his Motions. 


HERE Note, You muſt not enter him 


all at once to gallop this great Ring, but 
by Degrees; firſt a Quarter, then half a 


Quarter, c. ever remembring not to 


force him into it with the Spur, but by 
the lightneſs and cheerfulneſs of your Bo- 
dy let him paſs of his own accord into a 
Gallop. 0 
H EL Ss, Corrections, and Cheriſhings in 
the Ring- turn, are as aforeſaid; the eleva- 
tion of the Voice, and the threatning of 
the Rod, and ſtraitning of the Bridle, are 
good Helps, which you muͤſt uſe as you 
mult, the Spur, Rod, and Leg, for timely 
due Corrections: Neither muſt you ever 
cheriſh without Deſert, 4 * Hh, 
HAVING made your} Horſe gallop as 
well as trot the large Ring, then teach him 
to ſtop fair, comely, and without Danger, 


after this manner: Firſt, having cheriſh'd 


14 him 
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him, bring him into a ſwift Trot forward 
about fifty Paces; then draw in your 
Bridle-hand ftraitly and ſuddenly, which 
will make him gather up. his hinder and 
fore-Legs together, and thereby ftand 
{till : Then eaſe your Hand a little, that 
he may give backward ; which if he doth, 
give him more Liberty, and cheriſh him: 
Having given a little reſpit, draw in your 
Bridle-hand, and make him go back three 
or four Paces, at which if he ſtrike, in- 
ftantly eaſe your Hand, and draw it up 
again, letting him come and go till he 


yield and go backward ; but if he reſuſe 


it, let ſome Perſon ſtanding by, put him 
back, and then cheriſh him, that he may 
know your Intention. Thus every time 
you ftop, make him retire, till you have 
perfected him in theſe two Leſſons at one 
time. | 

HAVE a care that the Ground be not 
ſlippery where you ſtop, but firm and 
hard, leſt the Horſe, apprehenſive of the 
Danger of falling, refuſe to ſtop as you 
would have him. | 


WHEN your Horſe can ſtop well, and 


retire, you muſt then teach him to ad- 
vance before, when he ſtoppeth ; a Leſſon 
that carrieth much grace and comlineſs 


therein; it is performed in this manner: 


After you have ſtopped your Horſe, with- 
„ out 
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out giving your Hand any eaſe, lay the 
calves of both your Legs to his Sides, 
Making your Rod, and crying, Up, up; 
which though he underſtand not at firſt, 
yet by frequent Practice, with Helps, Che- 
riſhings, and Corrections, as aforeſaid, he 
will come to underſtand your Meaning. 
But beſure you look narrowly to the com- 


lineſs of the Advancing, which confifts in 


taking up his Legs both even together, 
bending them inward to his Body; next 
his Advance muſt not be too high, for 
fear of his coming over upon you; But 
let him couch his hinder-Loins cloſe to 
the Ground, but by no means ſuffer him 


to ſprawl or paw with his Feet forward. 


Laſtly, He muſt not advance for his own 
Pleaſure (for that is a great Fault) but 


for yours, according to your Will and Com- 


mand. 


II in Advancing he riſe too high, rea- 


dy to come over, or ſprawl, or paw, give 
him not only your Spurs both together, 
but laſh him twice or thrice with your 
Rod between his Ears, and if he advan- 


ceth of his own accord, then jerk him o- 
ver the Knees, doing ſo as often as he 
commits thoſe Faults. - 


Nov the Uſe of Advancing is this; 
it not only graceth all his other Leſſons, 
but makes his Body agil and nimble, and 
3 
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fits him for ready turning; it is moſt uſed 
at Stopping, and then very gracefully. _ 
IN the next Place, you muſt teach your 
Horſe to yerk out behind; after this man- 
ner: As ſoon as you have made him 
ſtop, preſently give him a jerk under his 
Belly , near his Flank, which will make 
him underſtand you in time, though not 
preſently. At firſt doing cheriſh him 
much, and having let him pauſe, make 
him do it again, till he will do it as of- 
ten as you will have him: But above all, 
look to the comlineſs of his Yerking, for 
it is not graceful for him to yerk out his 
hinder-Legs till his fore-Legs be above 
the Ground; and ſee that he yerk not one 
Leg farther than the other, but both be- 
ing together, and not too high, or one 
Leg out whilſt the other is on the Ground. 
 HeELyes in Yerking, are the conſtant 
ſtaying of his Mouth on the Bridle, the 
ſtroke of the Rod under his Belly, or a 
gentle touch thereof on his R mp. 
| Ir he refuſe to -yerk, or doth it diſ- 
* orderly, then a {ſingle Spur on that Side 
| that is faulty; and laftly continual diſea- 
j ſing him till he hath done it. 3 
5 Now, to teach him to turn readily on 
both Hands, is firſt to bring his large 
Rings into a narrower Compaſs, that is, 
about four Yards in Circumference, walk- 
ing 
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ing your Horſe therein with all Gentleneſs, 
and at his own Pleaſure, till he is ac- 
quamted therewith : After this, carry 
your Bridle-hand conftant, and ſomewhat 
Trait, the ontmoſt Rein ftraiter than 
the inmoſt, making the Horſe rather look 
from the Ring, than into it; and thus 
trot him about, firſt on the one fide, then 
on the other, making your Changes as a- 
foreſaid. Thus exerciſe him an Hour and 
half, then ſtop and make him advance 
three or four times together, then retire 
in an even Line, afterwards ſtand ſtill and 
cheriſh him : Having paufed a while to 
recover Breath, exerciſe him as aforeſaid, 
ſtill endeavouring to bring his Trot to all 
the fwiftneſs and loſtineſs poſſible, making 
him to do his Changes roundly and readily, 
and cauſing him to lap his outmoſt Leg, 
fo much over his inmoſt Leg, that he ntay 
cover it more than a Foot over: And thus 
exerciſe him ſeven or eight days, every Morn- 
ing at leaft 3 Hours, and ſuffer him only to 
_ prattiſe his former Leſſons once in a Morn- 
ing; in this manner you teach your Horſe 
three Leſſons together, the Terra à Terra, 
the Incavalere, and the Chambletta. 

TEHE turn Terra a Terra in the outmoſt 
Circle of the ſtraight Ring, and the Incava- 
tere and Chambletta in the Changes, where- 
in he is forced to Jap one Leg over ano- 
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thick, round and large, hanging looſely up- 
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t her, or elſe to liſt up the inmoſt Leg 
fr om the Ground, whilſt he brings the 
outmoſt over it: This Leſſon is ſo difficult, 
that a compleat Horſeman ſhould think 
his Horſe hath never perfectly learn'd it; 


and therefore he muſt continually practice 


his Horſe in treading, trotting and gallop- 
ing theſe narrow Rings ; and from thence 
to paſs them about in Ground-lalts, as 
from taking up his fore-Legs from the 
Ground both together, and bringing his 


Hhinder-Feet in their Place, and ſo paſ- 
ſing the Ring as often as the Strength of 
the Horſe and your own Reaſon will al- 
low of. 

THus you ſe the perfecting your 


Horſe in the large Ring will eaſily intro- 
duce him into the knowledge of the ſtrait 
Ring, and that brings him to per- 
feckly, and Stopping begets Retiring, and 
Retiring, Advancing. 

HAvinG brought your Horſe to this 
Perfection, take off his Muſrole and Trench, 


and in their ſtead put on his Head a gen- 


tle Cavezan, in ſuch manner that it lie on 
the tender Griſſel of his Noſe, ſomewhat 
near the upper Part of his Noftrils : put 
in his Mouth a ſweet ſmooth Cannon, bit, 
wich a plain watering Chain, the Check 
being of a large Size; let the Kirble be 
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on his neather Lip, fo that it may entice 


him to play therewith. 

HAVING ſo done, mount, caſting the 
left Rein of your Cavezan over the Horſe's 
right Shoulder, and bearing it with your 
Thumb, with the reins of the Bit in your 
left Hand; let the right reins of the Ca- 


ve xan be 2 over the left Shoulder, and 


bear it with the Rod in your Hand, and 


ſo trot him forth the firſt Morning about 


two Miles in the High-way, making him 
now and then ſtop and retire, and gather 
up his Head in its due Place; the next 
Day bring him to his former large Rings, 
3 perfect him therein with the Bit, as 
you did with the Snaffle all the foregoing 
Leſſons, which is more eafily done, by 
reaſon. the Bit is of better Command, and 
of ſharper Correction. 

THE next thing we ſhall ſpeak of (to a- 
void every thing that is not very pertinent 
to our Purpoſe) is the Turning-Poſt, which 
muſt be ſmooth and ſtrong, and very well 
fix d in the center of the ſtraight Ring; 


and then cauſing ſome Perſon to ſtand at 


the Poſt, give him the right Rein of your 
Cavezan to hold about the Poſt, and fo 
walk or trot your Horſe about the ſame 
as oft as you think fit on your right 
Hand: Then change your right Rein for 


your left, and do as before. Continue 


thus 
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thus doing till your Horſe be perſect in 
every Turn. Having fo done, teach him 
to manage (the proper Poſture for a Sword) 
which is thus perform'd : Cauſe two Rods 
to be prick'd in the Earth, at what Dif- 
tance you ſhall think fit from one ano- 
ther; then walk your Horſe in a ſtraight 
Ring about the firſt on your right Hand, 
paſſing him in an even Furrow down to 
the other Rod, and walk about that alſo 8 
in a narrow Ring on your left Hand, then | 
thruſt him into a gentle Gallop down the 

even Furrow, till you come to the firſt 

Rod, and there make him ſtop (as it 

were) and advance without pauſe or inter- 

miſſion of Time; thruſt him forward a- 

gain, beat the Turn Terra a Terra about 

on your right Hand; then gallop forth 

right to the other Rod, and in the ſame 

manner beat the turn- about on the left 

Hand; do this as oſten as you ſhall think 
convenient. Though there are many ſorts 

of Managers, yet I hold but two neceſ- 

ſary and uſeful, and that is this already 
deſcribed, called, Terra a Terra, and In- 
cavalere, or Chambleita afore- mention d. 

As for the Career, J need not ſpeak much 

thereof, only this, when you run him 
forth-right at full ſpeed, ſtop him quickly, 
ſuddenly, firm, and cloſe on his Buttock, 

and mark that you make not your Career 

tod 
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too long, nor too ſhort; the one weakens, . 
and the other hinders the diſcovery of 
his true Wind and Courage; therefore 
let not the length of your Career extend 
above ſix-ſcore Yards; and be ſure you 
give him ſome little Warning by your 
Bridle-hand, before you ſtart him, and 
then ſtop him firmly and ſtrongly. if 
Tubus much for the War-Horſe, or 
great Saddle. 1 


3 
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Of the Horſe of Pleaſure. 


THF you will make your Horſe to bound 
| aloft, you muſt firſt trot about ſixteen 
Yards, then ſtop him, and when he ' hath 


: advanced twice, ſtraiten a little your 
. Bridle-hand, and then give him the even 
L ſtroke of both your Spurs together hard, 
- which at firſt will only amaze him; but if 


7 he have good Mettle and Courage, he 
. will at length riſe from the Ground by 
= often doing it; if he doth it, though but 
5 little, cheriſh him very much, then let 
n him pauſe, and give him your Spurs again, 
„, and if he acts according to your Deſire, 
c, cheriſh him again: Make him do thus three 
r or four times a Day, till he is ſo perfect 


0 that 
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that he will do it at any time at your 


7 Spurs Command. 


N EXT, teach him to Corvet thus; hol- 


low the Ground a Horſe's length, where 


. two Walls join together, then place a ſtrong 
ſmooth Poſt by the ſide of the hollowneſs 
of a Horſe's length, likewiſe from the 
Wall; then over-againſt the Poſt faſten an 
Iron-ring at the Wall; this done, ride 
your Horſe into the hollow Place, and fa- 
ſten one of the Reins of the Cavezan to 
the Ring, and the other abqut the Poſt ; 


then (having firſt cheriſhed” your H orſe) 


make him advance by the help of the 
Calves of your Legs, twice or thrice to- 
gether, then let him pauſe ; after this 
( cheriſhing him again) advance him 
half a ſcore times together, and daily 
encreaſe his Advancings, till you perceive 
he hath got ſuch a Habit therein, that he 
will by no Means go forward, but keep- 


ing his Ground certain, advance both be- 
fore and behind of an "equal height, and | 
keep juſt and certain Time with the Mo- 


tions of his Legs; and if he raiſe his hin- 
der Legs not high enough, you muſt have 
ſome Body behind, who having a Rod, 


muſt gently jerk him on the Fillets, to 


make him raiſe his hinder Parts. By ta- 
king this Courſe, in a few Days you | wil 


ſo teach your Horſe to Corvet, that with- 
out 


* 
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out any Helps, at any Time and Place, 
you may make him Corvet at your Plea- 
3 5 

I need not ſpeak of the Capriole, ſince 

it is the ſame manner of Motion as the 
Corvet, only it is done forward, gain- 
ing Ground in the Salt, raiſing his hinder 
Parts as high or higher than the fore- 
moſt. 
I you wou'd have your Horſe go ſide- 
long on either Hand, you muſt draw 
up your Bridle-hand ſtrait; and if you 
would have him go on the right Hand, 
lay your left Rein cloſe to his Neck, and 
the Calf of your Leg cloſe to his Side, 
making him put his left Leg over his 
right; then turning your Rod backward, 
gently jerking him on the left hinder 
Thigh, make him bring his hinder Parts 
to the right Side alſo, and ſtand in an 
even Line as at firſt ; then make him 
move his Fore- parts more than before, ſo 
that he may, as it were, croſs over the e- 
ven Line, and then make him bring his 
hinder Part after, and ſtand in an even 
Line again; and this do till by Practice 
he will move his Fore-parts and Hinder- 
parts botly together, and go ſide- long as 
far as you pleaſe; and if you would have 
him go on the Left- hand, do as before. 


To 


To conclude, theſe are the moſt ma- 
terial Leſſons re quiſite to be taught any 
Horſe whatever, either for Service or 


Pleaſure, which, if taught your Horſe 


with Care and Patience, you may con- 
clude your Horſe perfect and com- 
pleat. But be ſure you obſerve this, that 


whatſoever Leſſon your Horſe is moſt. 


imper fect in, with that Leſſon, even when 
you ride, begin and end ; repeating e- 
very one over, more or lets, left want 
of Uſe breed Forgetſulneſs, and Forget- 
fulneſs abſolute Ignorance. 
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OR the compleating a Gentleman's 
Delight in the Art of Racing, he is 
to take ſpecial Cognizance of theſe fub- 
ſequent Rules and Orders. APES, 
FIRST, He is to conſider what is the 
moſt convenient Time to take his Horſe 


: 


from Graſs; which is about Bartholomew- 


tide, the Day being dry fair and pleafant ; 
as ſoon as he is taken up, let him ſtand all 
that Night in ſome convenient dry Place 
to empty his Body ; the next Day put 


him into a Stable, and feed him with 


Wheat- 
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Woheat-Straw, but no longer; for though 
the Rule be good in taking up Horſes 
Bellies after this Manner, yet if you ex- 
ceed your time in ſo doing, this Straw 
will ſtraiten his Guts, heat his Liver, 
and hurt his Blood; therefore what you 
want in Straw let it be ſupplied by riding 
him forth to Water Morning and Eve- 
ning, Airings, and other moderate Exer- 
cite. And for his Food, let it be good 
old ſweet Hay, and clothe him accord- 
ing to the Weather and Temper of his 
Body: For as the Year grows colder, and 
thereby you find his Hair rife and ftare 
about his Neck, Flanks, or other Parts, 
then add a woollen Cloth, or more, if need 
require, till his Hair fall. fnooth. Where 
note, that a rough Coat ſhews: want of 
Cloth, and a ſmooth Coat Cloth enough. 
A Race-Horſe ovght to be dreſſed in 
his reſting Days twice a Day, before his 
Morning and Evening Watering, and muſt 


be done aſter this Manner: Curry him 
from the Tips of his Ears to the ſetting 


on. of his Tail, all his Body entirely over 


with an Iron Comb; his Legs under the 


Knees and Gambrels excepted z then duſt 


him and curry him high again all over with 


a round Bruſh of Briſtles, then duſt him 

the ſecond time, and rub all the looſe Hair 

off with your Hands dipt in fair my 
77 an 
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and continue rubbing till he is as dry as 


at firſt, then rub every Part of him with 


a Hair Cloth; and laſtly, rub him all 
over with a white Linen Cloth; then pick 


his Eyes, Noftrils, Sheath, Cods, Tuel 
and Feet very clean, then clothe him and 
ſtop him round with Wiſps. 1 

THERE is no better Water for a 
Race-Horſe, than a running River or clear 


Spring, about a Mile and half from the 


Stable, near ſome level Ground, where 
you may gallop him afterwards; having 
{coped him a little, bring him to the Wa- 


ter again, then ſcope him and bring him 


again, ſo often till he refuſe to drink 
more for that Time; after this, walk him 


home, clothe and ftop him up round with 
great ſoft Wiſps, and having ftood an 


hour upon the Bridle feed him with found. 


Oats, dry'd either by. Age or Art. If your 
Horſe be low of Fleſh, or hath a bad. 


Stomach, add one third of Beans to 


two Parts of Oats, and that will recover 


both. 


ſhall be better and ſtronger, and it is Bread, 


which you muſt make after this Manner: 
Take two Buſhels of Beans, and one of 
Wheat, and grind them together ; then- 
boult through a fine Range, the Quantity 


of half a Buſhel of pure Meal, and bake 


Re | 


THE next Food: you ſhall give him- 
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it in three Loaves, and the reſt ſift 
through a Meal-five, and knead it with 
Water and good Store of Barm, and bake 


it in great Loaves: With the courſer 
Bread feed your Runner in his reſting 
Days, and with the finer againſt the Days 


of his Exerciſe and greateſt Labour. 
THE Times of his feeding upon the 


Days of his Reſt, muſt be after his com- 


ing from Water in the Morning, an Hour 
after Mid-day, after his Evening Water- 
ing, and at Ten a-Clock at Night; but 
upon his labouring Days, two Hours af- 
ter he is throughly cold, outwardly and 
inwardly, as aforeſc id. | 

LET his Hay be dry and ſhort; if it 
be ſweet no matter how courſe it is, for if 
it be rough it will ſcour his Teeth. As 
for the Proportion of his Food, J need not 
preſcribe a Quantity, ſince you muſt al- 
low him according to the Goodneſs and 
Badneſs of his Stomach. _ 

His Exerciſe ought to be thrice a Week, 
and it muſt be more or leſs, according to 
the Condition of his Body ; for if it be 
foul, exerciſe him moderately to break 
his Greaſe z if clean, you may do as you 
think -fit, having a Care that you diſcou- 
rage him not, nor abate his Mettle ; and 


after every Exerciſe, give him that Night 


or the next Morning, a Scouring ; the 
| f beſt 
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and continue rubbing till he is as dry as 
at firſt, then rub every Part of him with 
a Hair Cloth; and laſtly, rub him all 
over with a white Linen Cloth ; then pick 
his Eyes, Noftrils, Sheath, Cods, Tuel 


and Feet very clean, then clothe him and 


ſtop him round with Wiſps. 
THERE is no better Water for a 
Race-Horſe, than a running River or clear 
Spring, about a Mile and half from the 
Stable, near ſome level Ground, where 
you may gallop him afterwards; having 
ſcoped him a little, bring him to the Wa- 
ter again, then ſcope him and bring him 
again, ſo often till he refuſe to drink 


more for that Time; after this, walk him 
home, clothe and ftop him up round with 


great ſoit Wiſps, and having ſtood an 
hour upon the Bridle feed him with ſound. 


Oats, dry'd either by. Age or Art. If your 


Horſe be low of Fleſh, or hath a bal 
Stomach, add one third of Beans to 
two Parts of Oats, and that will recover 


both. | x 
THE next Food: you ſhall give him- 


ſhall be better and ſtronger, and it is Bread, 


which you muſt make after this Manner: 
Take two Buſhels of Beans, and one of 
Wheat, and grind them together ; then- 
boult through a fine Range, the Quantity 


of half a Buſhel of pure Meal, and bake 
+ ah "> 
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it in three Loaves, and the reſt ſift 


through a Meal-five, and knead it with 
Water and good Store of Barm, and bake 
it in great Loaves: With the courſer 
Bread feed your Runner jn his reſting 


Days, and with the finer againſt the Days 


of his Exerciſe and greateſt Labour. 

THE Times of his feeding upon the 
Nays of his Reſt, muſt be after his com- 
ing from Water in the Morning, an Hour 
after Mid-day, after his Evening Water- 
ing, and at Ten a-Clock at Night; but 
upon his labouring Days, two Hours af- 
ter he is throughly cold, outwardly and 
inwardly, as aforeſaid. + 

LET his Hay be dry and ſhort ; if it 
be ſweet no matter how courſe it is, for if 
it be rough it will ſcour his Teeth. As 
for the Proportion of his Food, I need not 
preſcribe a Quantity, ſince you muſt al- 
low him according to the Goodneſs and 
Badneſs of his Stomach. _ 
His Exerciſe ought to be thrice a Week, 
and it muſt be more or leſs, according to 
the Condition of his Body; for if it be 
foul, exerciſe him moderately to break 
his Greaſe z if clean, you may do as you 


think -fit, having a Care that you diſcou- 


rage him not, nor abate his Mettle ; and 
after every Exerciſe, give him that Night 


or the next Morning, a Scouring ; the 


beſt 
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beſt I know to purge a Horſe from all 
Greaſe, Glut, or Filth whatever, is this, 
Take three Ounces of Anniſceds, ſix 


Drams of Cummin-ſeeds, a Dram and 
half of Carthamus, two Drams of Fenu- 


greek ſeed, and of Brimſtone an Ounce 
and an half; beat all theſe to fine Pow- 
der, and ſearſe them; then take of Sal- 


lad-Oyl, ſomewhat more than a Pint, a 


Pound and half of Honey, and a Pottle 
of white Wine, then with fine white Meal 
knead it well into a firong Paſte, and 
keep it by you, it will laſt a long Time; 
when you uſe it, diſſolve a Ball thereof in 
a Pail of fair W ater, and give it him to 
drink after Exerciſe, in the dark, leſt diſ- 
colouring the Water, the Horſe refuſe to 
drink. This is an excellent Scouring, and 
a Remedy for all internal Diſtempers. 
Now after Exerciſe, cool him a little 
abroad before you bring him home, then 


houſe him and litter him well, rubbing. 


him with dry Cloths till there 'be never 
a wet Hair 3 him, then clothe and 
wiſp him well. 

HERE note, before you air your Horſe, 
it will be requiſite to break a raw Egg 
into his Mouth, for it will add to his 
Wind. If he be fat, air him before Sun- 
riſe and aſter Sun-ſet; but if lean, let him 


have as much Comfort of the Sun as you 
can. 
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can. Courſing in his Cloths ſometimes 
to make him ſweat is not irrequiſite, ſo 


it be moderately done; but when with- 


out his Cloths, let it be ſharp and ſwift. 


LET his Body be empty before he 
courſe; and to waſh his Tongue and No- 


ſtrils with Vinegar, or to piſs in his 


Mouth e'er you back him, 1s wholſom; 
having cours'd him, clothe him aſter he 
hath taken Breath, and ride him home 
gently. ; 

To be ſhort, what is here defective in 


the right ordering of a Race-Horſe, your 
own Judgments may eaſily ſupply. All that 
you have to do, is to be careful when to 


take him up, how to clothe him and dreſs 
him, when and how to feed and water, 


what and how much Exerciſe is requiſite 
either by airing or by courſing, and his 


ordering after Exerciſe, and what Scour- 
ings are moſt requiſite; and that I may 
add a little more to your Knowledge, and 


conclude this Subject, take theſe general 
Rules and Inſtruttions. 


1. COURSE not your | Horſe hard, at 


leaſt tour or five Lays before you run 


your Match, left the Soreneſs of his 


Lambs abate his Speed. 


2. EXCEPT your | Horſe be a fout 
Feeder, muzle him not above two or three 
io Wt Nights 
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Nights before his Match, and the Night 


before his bloody Courſes. 
3. As you give your | Horſe gentle 


Courſes, give him ſharp ones too, that he 


may as well find Comfort as Diſpleaſure 


thereon. 


4- UrON the Match Day let your 


Horſe be empty, and that he take his Reſt 
undiſturbed till you lead him out. 


5. SHOE your Horte every Day before 


ou run him, that the Pain of the Ham- 
mer's Knocks may be out oi His Feet. 

6. SADDLE your Horſe on the, Race- 
day in the Stable, before you lead him 
forth, and fix both the Pannel and the 
Girths to his Back and Sides with Shoe- 


makers Wax, to preveat all Dangers. 


7. LEAD your Horſe to his Courſe with 


all ene, and give him Leave to 


fmell to other Horſes Dung, that thereby 


he may be enticed to ſtoole and empty 


his Body as he goes. 
8. LasTLY, When you come to the 


Place where you muſt ſtart, firſt rub his 


| Limbs well, then unclothe him, then take 


his Back, and the Word given, ſtart him 
with all Gentleneſs and Quietneſs that 
may, leſt doing any Thing raſhly, you 
choak him in his own Wind. 


A Race-Horſe ought to have all the fineſt 


Shapes that may be, but above all Things 
Z he 
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he muſt be nimble, quick and fiery, apt 


to flye with the leaſt Motion. Long 


Shapes are tolerably good, tor though 
they ſhew Weakneſs, yet they aſſure ſud- 
den Speed. The beſt Horſe for this uſe 
1s . Arabian -Barbary, or his Baſtard:; 
not but Gennets are good, but the Turks 
anuch better. 

HAvinG laid you down all theſe Ad- 
vantages for ordering your Racer, from 
his taking up, to the Day of his Running, 
I hope you will make ſuch good ule of 
them, that if upon an equal Match you 


ſhould lay your Money on the Heels of 


your Horſe thus ordered, he ſhall be 
ſo far from kicking away his Maſter's 


Stake, that the Nimbleneſs of his Feet 


ſhall make it double. 
I might here inſert the many Subtil- 


ties and Tricks there are uſed in making 


a Match, the Craft of the Betters, with 
the Knavery of the Riders, but that 
they are now too generally known by the 


woful Experience of too many Racing 


Loſers. 
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III. of ARCHERY. 


RCHERY, asitis a Recreation, 
lo it hath been heretofore; ' and is 


All in ſome Part of the World very 
uſeful in military Affairs, but now 
quite laid aſide by Engliſh Men for fight- 


ing, there being found out more dex- 
trous and ſpeedy W ays to kill and deſtroy 
ne another. 


YET it is not ſo laid aſide, but that 
it is uſed by ſome for Paſtime, either at 


Buts or Rovers, and ſhould not be for- 
gotten by Citizens, as appears by the 
Continuance of that ancient Cuſtom for 
every Lord Mayor to ſee the Prize per- 
formed by ſhooting annually with the 
pound Arrow. - | 

CER TAINLY this ſhooting in the long 


Bow is very healthful for the Body, by E- 
tending the Limbs, and making them pli- 


ant; nd it hath been neceltary for a 
Common-wealth, in the Defence and Pre- 
ſervation of the Country; but ſince it is 
10 little us'd now a-Days, I ſhall abbreviate 
my Diſcou 

THERE are theſe Rules to be ob- 
{erved for ſhooting in the Long-Bow. 


FIRST, 
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FirsT, He muſt have a good Eye 
behold and difcern his Mark, and ring 
ing Judgment to underſtand the diftance of 


Ground, to take the true advantage of a- 
Side-wind, and to know in what Compaſs 


his Arrow muſt fly; and a quick Dexte+ 
rity, to give his Shaft a ſtrong, arp, ang 
ſudden Looſe, 

_ Seconpr.y, He muſt in the Action it 
ſelf ſtand fair and upright with his Body; 
Bis left Foot a convenient Stride dete 
his right, both his Hams ſtiff, his left 
Arm holding his Bow in the midſt ſtretcht 


ſtrait ont, and his right Arm with his firſt 


three Fingers and his Thumb drawing 
the String to his right Ear, the notch of 


tis Arrow reſting between his Fore-finger 


and Middle-finger of his Right-hand, and 


the Steel of his Arrow below the 'Fea- | 


thers, upon the middle Knuckle of his 


Fore- finger on his Left-hand ; he ſhall 
draw his Arrow cloſe up to the Head, 
and deliver on the Inttant without hang- 


ing on the String. 
THE beſt Bow is 5 Spaniſh or 
Engliſh Yew; the beſt Shait is of Birch, 


Sugar-cheſt, or Brazil; and the beſt Fer 
thers Gray or White. | 


THERE are three Marks to ſhoot at, 
Butts, Pricks, or Rovers. 
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THE firſt is a level Mark, and . there- 

fore you..muſt have a ſtrong Arrow with 
a broad Feather. _ 
_ THE ſecond is a Mark of ſore Com: 
paſs, yet moſt certain in the | Diſtance, 
therefore, you . muſt have nimble ſtrong 
Arrows, with a middle F eather, all of e one 
Weight and Flying. 

THE laſt, which is the N is un- 
certain, ſometimes longer, ſometimes ſhort- 
er, and therefore requires Arrows lighter 
or heavier, according to the Diſtance. of 
Shooting. 

IF you want Strength by debilitation in 
the Arm or Back, you may reap the ſame 
Pleaſure by uling the Croſs-Bow, with | 
which you may ſhoot at e =T 18 
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7 Ocking is a Sport or Paſtime ſo fall 
A of Delight and Pleaſure, that I know 
not any Game in that reſpedt 3 is to be pre- 


ferr'd before it; and ſince the Fighting- | 

Cock hath gain d ſo great an eſtimation a- | 
mong the Gentry, in reſpect to this noble | 

| Recrention, I {hail here propoſe it before | 
| — the other Games, of which I have afore , 


ſuccinctly 


”an 
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ſuccincly diſeourſed: that therefore T may 
methodically give Inſtructions to ſuch 4 
are unexperienced, and add more Know- 
ledge to ſuch who have already gain'd a 
competent proficiency in this pleaſing Art, 
J Hhall as briefly as I can; give you infor-- 
mation how yon ſhall Chuſe, Breed, and 
Diet the Fighting-Cock, with what choice: 


Secrets are thereunto belonging, in order 
thus, . 
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Of abe Choice of the Fighting-Cock. 


N the Eleftion of a-Fighting-Cock there 
are four Things/principally to be con- 
ſider'd, and they are Shape, Colour, Cou- 


tage, a and Sharp- heel. 


FIRST, as to his Shape, You muſt not 
chuſe him neither too Small, nor too 
Large; the firſt is weak and tedious in his 
fighting, and the other unweildy and 97 

1 


active, and both very difficult to he match” 


wherefore the middle-iiz'd.. Cock is the 
proper Choice for your purpoſe, being ea- 


fily match'd, and is both Strong and Nim- 
ble. 


His Head ought. to be Gall Wich 
A "OY large Eye, and a frang. Back, 
K 3 and 


1988 Of Cock-Fighting; 
and (as Maſter Markham obſerves) muſt be 


crockt and big at the ſetting on, and in Co- 
lour ſuitable to the Plume of his Feathers, 
whether black, yellow, or reddiſh, Sc. The 
Beam of his Leg muſt be very ftrong, 
and according to his Plume, blue, gray; or 
yellow, his Spurs rough, long and ſharp, 
a little bending and looking inward, 
SECONDLY, His Colour ought to be 


either gray, yellow, or red, with a black 


Breaſt; not but that there are many other 
colour'd Piles very excellent good, which 
you muſt find out by Practice and Obſer- 
vation, but the three former, by the Ex- 
Perience of moſt, found ever the beſt; the 

py'd Pile may ſerve inc Afferently, but me: 
White and Dun are rarely found good 


for any thing. 


HERE Note, That if your Cock's Neck 
be inveſted with a ſcarlet Complexion, it 
is a ſign he is ſtrong, luſty, and couragi- 
ous ; but on the contrary, if pale and wan, 
it denotes the Cock to be faint, and in 


Health defettive. 
THIRDLY, you may know his Cou. 


rage by his proud upright ſtanding, and 
ſtately tread in walking; and if he crow- 
eth very frequently in the Pen, it is a 
couragious Demonſtration. 
FOUR T HLX and laſtly, his narrow 


Heel, or ſharpneſs of Heel, is known no 
other- 


Of Cock-Fighting. "gg 

eee than by Obſervation in Fight- 

and that is when upon every riſing 
= 10 hits that he extracts Blood from his. 
Opponent, gilding his Spurs continually, 
and every Blow threatning immediate 
Deaths to his Adverfary. 
HERE note, That it is the 0 bine | 
| the beſt Cock-Mafters, that a 7 —— heel'd if 

Cock, though he be ſomewhat fall, 18 1 

better than a true Cock with a dull Heel: 
And the Reaſon is this, the one fights 
long, but ſeldom wounds; the other car- 
rieth a Heel ſo fatal, that every Moment 
produceth an expectation of the Battel's 
concluſion; and though he is not ſo hardy 
as to endure the utmoſt hewing, ſo com- 
monly there is little occaſion for it, being 
a quick diſpatcher of his Buſineſs: N ow, 
ſhould your Cock prove both hardy and 
dae he is the beſt Cock you 
can make choice of. 
Io conclude, make your choice of 
ſach a one that is of Shape ſtrong, of Co- 
lour good, of Falour true, 09h a N 
Warp and ready. 
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How to breed a eel of the Came 


7 Hatever you do, let vor ur Hen be b 
of a good Compi 


ſpeckt, gray, griſſel, or yellowilh; ; the 


are the right and proper Colours for a 
Hen of the Game; and if ſhe be tufted on 
the Crown it is ſo much the better, for 
that argues Courage and Reſolution; and 


exion, that is 855 
ay, rightly plumed, as black, brown 0 | 


if the have the addition of Weapons, "they ; 


conduce very much to her Excellency.” 
LET her Body be large and welt poke 


behind for the production of large E 
u will do well to obſerve how ſhe a 25 
Surverti! berſelf to her Chickens, whetifer 
friendly or frowardly, and take eſpecial” 
3 of her Carriage and Deportment 


other Hens ; if the will receive 


Abuſs from them — Revenge, or 
ſhew any thing of Cowardiſe, value her 


not, for you may aſſure your ſelf her 


Chickens will be good for nothing. 
By the way, take this Obſervation, con- 
firmed by the Opinions of the beſt Cock- NY 


Maſters both Ancient and Modern, that 


a right —_ of the Game from a Dung- 
hill 


z 4 4 1 ® 4 
, * by * 
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hill Cock will bring forth very good Chick- 


ens, but the beſt Cock from a Dunghill- 
Hen will never get a Bird that's fit for 


the Game : Wherefore, if you intend to 


have a good Breed, get perfect Cocks for 


your perfect Hens. 

THE beſt Seaſon for breeding is from 
the encreaſe of the Moon in: February, to 
the encreaſe of the ſame in March. Let 
her Neſt be ſo placed that ſhe may not 


be diſturbed by the ſight of any other 


Fowl, which frequently ſo raiſeth her 


Choler, that the Eggs are in great Dan- 
ger; let the compoſure of her Neſt be 


made. of ſoft. ſweet Straw, and let it ſtand 
in ſome warm Place, for the is a Bird that 


is very tender. 
ITE next thing that you are to ob- 


ſerve is, whether ſhe turn her Eggs often 
or not; if ſhe is remiſs therein, you muſt 
ſupply her Duty, but if ſhe ſave you the 
Labour, prize her more than ordinary. 


And that ſhe may not ſtraggle too far from 


her Eggs, being neceſſitated to ſeek abroad 
for Food, and ſo cool her Eggs, it will 
be altogether. need ful for you to ſet by 
her ſuch neceſſary Food as you ſhall think 
fit, with ſome fair Water; and that ſhe 
may bathe and trim her ſelf at her Plea- 
ſure in the Place where ſhe fitteth , let 
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there be Sand, Gravel, and Aſhes finely 
ſifted. 

TRE Hen hatcheth her Chickens com- 
monly after one and twenty Days; obſerve 
in the Hatching to take thoſe newly hatch'd, 


and wrapping them in Wool, keep them 
warm by the Fire: ſide, till the reſt are diſ- 


cloſed: Being all hatch'd, put them under 
the Hen and be ſure to keep her warm, 


and ſuffer not your Hen and Chickens to 


ſtraggle abroad till they are above three 


Weeks old; and let the Room wherein 


they walk de boarded, for all other Floors 
are either too moiſt, or too cold. 
LET their Walk be, in ſome Graſs- 
court, or ſome Green- place, after they are 
2 Month old, that they may have the be- 
nefit of feeding on Worms, and now and 
then to ſcour themſelves with Graſs and 


Chick- weed; but be careful they come not 


near Puddles nor filthy Places, for they 


engender in Birds of this Nature venomous 


Diſtempers, which commonly prove fatal : 
For the prevention of ſuch Maladies, by 
way of Antidote, give them every Morn- 
ing before they range abroad, os blades 
of Lecks chop'd or minc'd ſmall, and ming- 
led among their uſual Diet: Alſo it will 


be requiſite to perfime their Room with 
burnt Penny-ryal Or Roſemary. 


OBSERVE 
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OsskRVx to take this Courſe till their 
Sexes are diſtinguiſhable ; as ſoon. as the 


Comb or Wattles are diſcernable, or plain- 


ly viſible to the Eye, cut them away, and 
anoint the ſore Place with Sweet- butter, 
till it be whole. The Reaſons why their 
Combs or Wattles ſhould be cut ſo ſoon 


are theſe, Firſt, if you let them grow till 


they arrive to their full bigneſs, and then 
cut them, there will follow a great flux 
of Blood, and the leaſt loſs of Blood in 
feather'd Fowl is very dangerous; if much, 


frequently mortal; moreover to let them 


grow thus, cauſeth 'gouty thick Heads, 
with great Lumps; whereas, if you take 


them off betime, as aforeſaid, they will 


ow Heads finely ſmall, ſmooth and flen- 
er." | 


IHE time of the ſeparation of the 


Cock-Chickens is when they begin to fight. 
with and - peck one another , till which 
time you may let them walk with the 
Hen promiſcuouſly together, but after- 
wards let their Walks be a-part, and that 


Walk is beſt where he may ſecurely and 


privately enjoy his Hens without the di- 
ſturbance and annoyance of other Cocks, 
for which purpoſe Walks at Wind-mills, 
Water-mills, Grange-houles , . Lodges in. 
Parks, and Coney-warrens, are very good 
Walks, but that the latter is —_ 
Keri» | an- 
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dangerous, being pony: haunted with 
Pole-cats, and other Vermin 
JET; the Place of ſeeding be; as near 
as you, can, on ſoft dry. Ground, or on 
Boards; if the Place be harder, as on — 5 


Earth, or Floors plaiſter'd, it will ſo wea- 


Ken and blunt their Beaks, that they vel 
be unable to hold faſt. 
HERE Note, That any white: Corn. is 


White-bread Toaſts ſteeped in Drink, or 


Man's Urine, which will both ſcower Ind 
cool them inwardly. | 
Lux not above three Hens walk with 


your Cock, for ſhould you ſuffer more, 
they will tread too much, by reaſon. of the 
Heat of their Nature, and by often tread- 
ing they will conſume their Strength, and 


become ſo debilitated, that though they 


Have Courage enough, yet they have not 
Strength to per orm their Parts, as they 


ought to do in a Battel. 


OBSERVE the crowing of your Chic- 
ens ; if you find them crow too ſoon, 
that is, before {ix Months old, or unſea- 
Jorably, and that their crowing is clear 
and loud, fit them as ſoon as you can 


for the Pot or Spit, for they are infal- 


lible Signs of Cowardiſe and Falſhood : On 


the contrary , the the true and perfect 
ock 1s long before he obtains his Voice, 


and 
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good for a Cock in his Walk, and ſo are 
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and when he hath got it, obſerves his 


Hours with the beſt Judgment. 


SUFFER not your Cock to fight a Bat- 
tel till he is compleat and perfect in every 


Member, and that is when he is two 
Years old ; for, to fight him when the 


Spurs-are but. Warts comparatively, is no 
ſign of Diſcretion, for you may then pro- 
bably know his Valour and Courage, but 
you cannot know his Worth and Good- 
neſs. 

IN eſpecial manner take Care, that 
your Cock's Roofting-perch be not too 


mall in the Gripe, or ſo ill-placed that 


He cannot fit without ftradling, or if it 
be crooked it is bad, for by theſe Means 
a Cock will be une ven Heel'd, and conſe- 
quently no good Striker; and know that 
a Perch either maketh or marreth a Cock: 

To remedy or prevent ſuch Faults, is to 
have in your Rooſt a row of little Perches 
about eight Inches in length, and ten In- 
ches from the Ground, that the Cock may 
with more facility aſcend, and being up, is 


forced to keep his Legs near together: And 


here take notice of this Maxim amongſt 
the beff Cock-breeders, That the Cock which 


is a cloſe Sitter, is ever a narrow Striker. 


LET the F oot-ſtool of the Perch be 
round and {ſmooth about the thickneſs of 


beſt 
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beſt farm for a Perch, go viſit the Houſes 
of the moſt skilful-Cock-mafters, and from 
them all gather what is moſt neceſſary for 
your purpoſe, by making inſpection into 
their Feeding-pens and other Places ; and 
let the Ground underneath the Perch be 
ſoft, for otherwiſe, when he leaps down, 
he will be apt on a rough and hard 

Ground to hurt his Feet, inſomuch that 
they will grow knotty and gouty. 


Wir why wo hp lee rhe hl Pee he he 


Of dieting and ordering a Cock for 
| HBattel. 4 


N the dieting and ordering of a Cock 

for Battle conſiſteth all the ſubſtance 
of Profit and Pleaſure; and therefore-your 
cunning Cock-merchants are very cautious 
of divulging the Secrets (as they call them) 
of dieting, for on that depends the win- 
ning or loſing the Battle, they knowing 
very well that the beſt Cock undieted is 
unable to encounter the worſt that is di- 
eted : Lec others be as niggardly as they 
pleaſe of their Experience and Obfetvati- 


ery. of 
Cock- 
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Cock-ſighting; wherefore as to the diet- 
ring and ordering of ene ee take 
theſe Inſtructions following. 

THE time of taking up your ** 
is about the latter end of Auguſt, for 
from that time till the latter end of May, 
Cocking is ſeaſonable and in requeſt, the 
Summer ſeaſon be ing improper by realon 
of its great Heat. 

HAvinG taken them up, view them 
well, and ſee that they are ound, hard- 
feat hier d, and full-lumm'd, that is, having 
all their Feathers compleat : then put 
them into ſeveral Pens, having a moving 
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Perch therein, to ſet it at which corner of 1 
the Perch you think moſt convenient; Wo 
the Faſhion and Form of theſe Pens you q 
may have at the Houſe of any Cocker, 1 
and therefore I ſhall give you A Direc- 4 
tions how to make them; only be advi- ll 
ſed to keep your Pens clean, and let 1} 


not your Cocks want either Meat or 
Water. 
For the firſt four Days after your [| 
Cock is penn'd, feed him with the crumb [| 
| of old Manchet cut into ſquare Bits , a- 1 
* oi bout a handful at a time, and feed him 
thrice a Day therewith, that is, at Sun- 
riſing, when the Sun is in his Meridian, 
and at Sun-ſetting, and let his Water be 1 
from the coldeſt Spring you can get it. 
HAVING s 


r 
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Hav fed your Cock thus four 
Days, dr ſo k ill ou think he hath 
purged himſelf” of his Com, Worms, Gra- 
vel, and other coarſe F eeding; : hes in 
the Morning take him out of the Pen, 
and let him fparr a while with another 
Cock: Sparring is after this Manner: 
Cover each of your Cock's Heels with a 
Pair of Hots made of bombaſted Rolls f 
Leather, ſo covering the Spurs that Ke | 
cannot bruiſe or wound one another, and 
ſo ſetting them down on Straw in a Room, 
or green Graſs abroad; let them fight 4 58 
good while, but by no Means ſuffer them 15 
to draw Blood of one another; the Bene- 
fit that accrues hereby, is this, it heat- 
eth and chafeth their Bodies, and it break- 
eth the Fat and the Glut that is within 
them, and adapts it for Purgation. 
HAVING e as much as is ſaf⸗ 6 
ficient, which you may know when you, _ 
ſee them pant and grow weary, then take 
them up, and taking off their Hots give 
them a Diaphoretics, or Sweating, after 
this Manner: You muſt put them in 0 
Stra w. baskets made for the Purpoſe, or 
for want of them take a Couple of ori 4g t 
ing Bags, and fill theſe with Straw _. 
Way, chen put in your Cocks ſeverally, _ 
and cover them over with Straw to the 
T op, 1 Jhut down the Lids and let 


them 25 


them 4 Sweat; 3. but 0, not forget. to give 
them firſt ſome hite vear-Candy, .chopt 
Roſemary and Butter mingled and incor- 
porated; to gether. 


ing you will cleanſe him of his i 
increaſe. his Stxengths” and, prolong. his. 
Breath. 2 ; 3 2 
TOWARDS a or frre ec in the 
Evening take them out of their Stoves, 
and having lickt their Eyes and Head 
with vou Tongue, and = them into 
their. Pens, and having filled their Throats 
with ſquaxe-cut Manchet, piſs therein, and 
let them feed whilſt the Urine is hot; 
ſor this will cauſe their Scouring to 
work, and will wonderfully cleanſe both 
Head and Body. 
ETER this, diet your Cocks with a 


Bread made after this Manner: Of. heat- 


meal, and Oatmeal Flour, take of each 
2 Gillon, and knead them into. a {tiff 
Paſte, EGF Ale, the Whites of half a 
Score Eg Eggs, and ſome Butter; having 
wrought the Dough. very well, make it. 
into broad thin. "ig and. when they 
are four Days old, cut them into ſquare 
Pieces ; 5 I will not "adviſe. you to uſe. (as 
ome. impudently do) Liquoriſh , An- 
aiſeeds „ or rather hot Spices among 


* Sreſaid Togredients 3 5 for they will 
make 
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Let the Quantity be 
about the Bigneſs of a Walnut; by: do- 
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make a Cock ſo hot at ſhe Heart, that 
upon the concluding of the Battle, he will 
be ſuffocated and overcome with his own 
Heat. In ſhort, that Food is beſt which 
is moſt conſentancous to his- own natural 
ſeeding, 7 
TRE ſecond Day after 155 ene 


take your Cock into a fair green Cloſe, 


and having a Zunghill Cock in your Arms 
ſhew it him, and then run from him, tha? 
thereby you may intice him to follow, 
you permitting him to have now and then 


a Blow, and thus chate him up and 


down about half an Hour; when he: be- 
gins to pant, being well heated, take him 
up and carry him home, and give him 


this Scouring; Take half a Pound of, 


freſh Butter, and beat it in a Morter 
with the Leaves of Herb of Grace, HA 
fop and Roſemary, till they all ook 
like a green Salve; give him thereof a 
Piece as big as. a Walnut, and then 
ftove him as aforeſaid, till Evening, then 


feed him according to former Preſcrip- 


tion. 

THE next Day let him feed and reft 
and ſparr him the next Lay after; thas ds 
every other Day, for the firſt F ortnight, 


either /parring or chafing, and after every 


Heat a Scouring, which will keep him 


Foun bang faint and purſie. 
FEED 


you 


crc 


vail 


m 
oy 
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Fon him the ſecond Fortnight as you 
did the firſt, but you muſt! not /parr him 


or chafe him above twice a Week, ob- 


ſerving ſtill, that if you heat him much, 
you muſt ſtove him long, and give. him 
a greater Quantity of Scouring. When 


well in Breath, flight Heats, ſmall Scour- 


ings, and little Stoving will, ferve the: 


Turn. 
Tux third Fortnight (which is a time 
ſuffic ent for ordering a Cock for the Bat- 


tle) you muſt feed him as aforeſaid, but 


you muſt not /parr him at all for four of 
making his Head fore, but you may mo- 


derately chafe him twice or thrice in that 


Time as aforeſaid, then give him his 


kScouring , rolled well in brown Sugars 


Candy, which will prevent the ö 
from making the Cock ſick; now may you 
let him fight, having firſt let him reſt 
four Days, obſerving that he come FOR 
ty into the Pit. 


The right Way of Cock-Matching. | 


Fall 'Things have a ſpecial Care Hee 
you match your Cock; for ſhould 


you feed your Cock with never ſo much 
circumſpect Care and Prudence, it will a- 
vail 2 if "OT en be enen | 
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- In Matching take Notice of theſe two 
things; firſt, the Length: of Cocks; ſe- 
condly, the Strength of Cocks: For the 
Length, if your Adverſaries be too long, 
yours ſhall hardly catch his Head, and ſo 
be incapable of endangering Eye or Life; 


and if he be the "ſtronger he will over⸗ 
bear your Cock, and not ſaffer him to- 


riſe and ſtrike with any Advantage. 

THE Length you may judge of by the 
Eye, when you gripe the Cock by the 
Wafte; and make him ſhoot out his Legs, in 
which Poſture you ſhall ſee the utmoſt of 


his Height, and ſo compare them toge - 


ther, being herein governed by your judg- 
ment; his Strength # known by the Thick- 


neſs of his Body. Take this for a Rule, 


That a Cock is ever held the ſtrongeſt, which, 
3s -the-largeft in the Garth. © 
-YOU ſhall know the Dimenſions of the. 


Garth by the Meaſure of your Hands, 


Griping the Cock about from the Points 


of your great Finger to the joints of your 
Thumbs, and either of theſe Advantages, 
by no Means give your Adverſary; if you, 
doubt loſs in the one, be ſure to gain in 
the other; for: the weak long Cock will 
riſe at more Eaſe, and the ſhort ſtrong 
Cock will give the ſurer Blow. 
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\INCE all Cocks are not caſt in one 
Mold, the Advantages on either Side 
muſt be reconciled | by Matching; and 
having made an equal Matech as near 
as you can, you muſt thus prepare him to 


FixsT, With à Pair of fine. Cocks 


Shears cut all his Main off cloſe unto his 


Neck from the Head to the. ſetting on 
of the Shoulders: Secondly, clip off all the 


Feathers from the tail cloſe to his Rump, 


the redder it appears the better is the 
Cock in Condition. Tliirdly, take his 
Wings and fpread them forth by the 
Length of the firſt riſing Feather, and 
clip the reſt ſlope-wiſe 8 ſharp Poiuts, 


cat in his riſing he may therewith endan- 


ger an Eye of his Adverſary. Fourthly, 
rape, ſmooth, and ſharpen his Spurs 
with a Pen-Knife. F ifthly, and laſtly, 
ſe that there be no Feathers on the 
Crown of his Head for his Adverſary to 
take hold of; then with your Spittle, 
moiſtening his Head all over, turn him 1 in 
o the Pit to move his F ortune. 
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| H 
How to 0; der Cocks after Battle, and how to 
20 cure Wounds. | 

ed 


HE Battle being ended, immedi- th 
& ately ſearch your Cock's Wounds, as 
many as you can find; ſuck the Blood out 
of them, then waſh them well with warm 
Urine, and that will keep them from 
rankling; after this give him a roll or two 
of your beſt Scouring, and ſo ſtove him 
up as hot as you can for that Night; 
in the Morning, if you find his Head 
ſwelled, you muſt ſuck his Wounds again, 
and bathe them again with warm Urine, 
then take the Powder of Herb Robert, 
and put it into a fine Bag, and pounce his 
Wounds therewith; after this give him a 
good Handful of Bread to eat out of warm 
Urine, and fo put him into the Stove again, 
and let him not feel the Air till the 

Swelling be fallen. | 
IF he hath received any Hurt in his 
Fye, then take a Leaf or two of right 
Ground Ivy, that which grows in little 
Tufts in the Bottom of Hedges, and hath 
a little rough Leaf; I fay, take this Ivy 
and chew it in your Mouth, and ſpit 
the juice into the Eye of the Cock, and 
this will not only cure the preſent Ma- 
lady, but prevent the Growth of Films, 
Haws, 


— TOTO. 
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Haws, Warts, or the like, deſtructive 


to the Eye-ſight. 


Ir after you have put out your wound- 
ed Cocks to their Walks, and viſiting 
them a Month or two after, if you find 
about their Head any ſwollen Bunclies 
hard and blackiſh at one End, you may 
then conclude in ſuch Bunches there are 
unſound Cores, which muſt be opened 


and cruſl'd out with your Thumbs; and 
after this, you muſt ſuck out the Cor- 


ruption, and filling the holes full of freſh 


Butter, you need not doubt a Cure. 


Cures for ſome Nine in a Cock, Sd 


o Hen of the Game. 


PH E Pip is a white thin Scale grow- 


ing on 5 Tip of the Tongue, by 
which means Poultery in general cannot 


feed; it is very viſible to the Eye, and 
proceedeth from fonl Feeding or want of 


Water; it is cured by pulling oft the 


Scales with your Nail, and rubbing the 


Tongue with Salt. 
TE Roop is a Althy Boyl or Swel- 
ing on the Rump of the Cock, Her, &c. 


and will corrupt the whole Body. It is 


known by the ſtaring and turning back of 


the Feathers. For the Cure, you muſt 


pull away the. Feathers, and open the 
Sore 


„ 
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Sore to thruſt out the Core, then waſh 
the Place with Water and Salt, the Cure | 
is effected. 3 

Tr your Cock or Hen have the Flux, 
which happeneth by eating too much moiſt 
Meat, you may cure them by giving them 
fralded Peaſe-bran; but if they cannot 
mute, anoint their Vents, and give them 
Corn ſteep'd in Man's Urine. 
LICE is a common Infirmity among 
them, proceeding from corrupt Food, or 

for want of Bathing in Sand, Aſhes, or 
the like: This Malady you muſt. Cure in 
taking Pepper beaten to Powder, and 
mixing it with warm Water, waſh them 
therewith. If they are troubled with ſore 
Eyes, taking a Leaf or two of Ground- 
Ivy, and chewing it well in your Mouth, 
| ſpit the Juice thereof into their Eyes, and 
it will preſently heal. What other Infir- 
mities are incident to theſe Birds of Game, 
I ſhall leave, and their Cures, to your 
own Practice and Obſervation. 
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e An Excellent and Elegant Copy of 
 Verrszs upon two Cocks fighting, 
7 Dr. R. Wild. 
awe | 10, you tame Gallants, you that have 
= i a Name, | 
. And would accounted be, Cocks of the Game; 
That have brave Spurs to fſhew for't, and 
* can crow, © 
1 „ count all Dunghill Breed that cannot 
2 
Fn Such painted Plumes as yours; which thinks; 
and no Vice, 
ny. With Cock-like-Luft, to treat your Cocta- 
ore „ 
nd- Tho? Peacocks, Moodcocks, | IVeathercacks I 
ith, you be, I 
and Fare not Fighting-Cocks Mare not for me. | 
fir IF two feaiher'd Combatants will write 
ane, And he that means to th'Life to expreſs their | 
Our Fight, 
{ Muſt make his Ink the blood which they did | 
pill, | 
And from their r Wi ings muſe take his 1 
-_ 
O ſoonam were the 25 005 Þ eople fe; 
The Match made up, and all that, 
A would had bet; 3 


L But 
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But ſfirait the skilful Judges of the play © 
Brought forth their fharp-heeF'd Warriors; 
and they 


Were both in Linen Bags, as if twere meet 


Before they dy'd, to have their Winding-fheet. 
Into the Pit theyre brought, and being there 


Upon the Stage, the Norfolk Canticleer 
Tools ſtoutly at his ne'er before ſeen Joe, 


And like a Challenger began to crow, 
And clap bis Wings, as if he would diſplay 


His Warlike Colours, which were black and 


e). | | | 
Mean Time the wary Wisbich walks and 
breathes 
Hs active Body, and in Fury wreathes 
His comely Creſt, and often looking downg. 
He whets his angry Beak upon the Ground. 
This done whey meet, not like that Coward 
Breed 5 
OF Aiop; theſe can better fight than feed : 
They ſcorn the Dungbill, tis their only Prize, 
To dig for Pearls within each other's Eyes. 
They fought ſo nimbly, thut twas hard to 
know, NY | | 
To th Skilful, whether they did fight, or no; 
If that the Blood which dy'd the fatal Floor, 
Had not bore Witneſs oft. Jet fought they 
more; 
As if each Found were but a Spur to prick 
Thiir Fury ferward. Lightning s nat more 
quick, "7 OG | 8 
r 


* 


70 know, 


Whether *twas Blood or Anger made them ſo. 


{'m fare rey had been out, bad they not 
ſtood, 


are ſafe, by being fenced in wh Blood. 


Thus they wy'd Blows z but yet (alas) at 
length 

Altho 2 Courage were full iry', their 
Strength, 


And Blood began. to ebb. Vn bt have 


ſeen © 
A watry Combat on the Sea, between 
Two angry, roaring, boiling Billows, how 


They march, and meet, and daſh their cur- 


- "a Brow; 5 

Swelling Like 0 a ves, as tho they did 2 
tend 

T'intomb each other &er the Narro end; 


But when the Wind is down, and bluſt ring 


Weather, 
They are made Friends, and ſweetly run to- 
gether; 


May think theſe Champions ſuch'z | their 


Blood grows low, 

And they, which lea pd before, now ſcarce 
can go 

Their Wings, which lately, at each Blot 
they clapp'd, 

St if they did applaud themſalves) nord 


Napp d. 
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Or red, than were their Eyes "Twas hard 
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220 Of Cork-Fighting: 
And having loft th Advantage of the Heel, 


Drunk with each other” s Blood, they. ouly 
_ 

From either Eyes ſuch Draps of Blood did fall, 

As if they wept them for their Funeral. 

And yet they fain would Hebt; they came {0 
near, 


| Methought they meant into each other”s Ear 
20 whiſper Wounds, and when they could not 


riſe, 


They lay and look'd Blows int each other's 


Eyes. 
But naw the tragick Part ! After 715 Fit, 
Mben Norfolk Cock had got the beſt of it. 


And Wisbich lay a dying, ſo that none, 
Tho" ſober, but might venture Sev'n to One; 


Contracting, lite a dying Taper, all 


His Strength, intending with the Blow zo fall, 
He firuggles up, and having taken Mind, 


 Fentures a Blow, and ſtrikes the other blind. 
And now poor Norfolk, having loft his Eyes, 
Fights only guided by Anti thies : 

H#ith bim (alas!) the >, 


roverb holds not 
true, 
The Blows his E yes ne'er ſaw his Heart muſe 
rue. 
At length, by C hance, he fumbled on his Foe, 
Not having any Pow'r to firike a Blow. _. 
He falls upon him with bis wounded Head, 
And makes his Congu'ror's wings His Fea- 
ther-Bed : 
72 here 
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Where lying fick, his Friends. were very 


charte 


Of bim, and fetcl/d in Haſte a Pothecary 


But all in vain, his Body did ſo bliſter, 
That iwas uncapable of any Glyſter ;.. 


Wherefore, at length, opening his fainting Bill, 
He call d a Scriv'ner and thus made his Will, 


IMprimis, Let it never be forgot, 
My Body freely I bequeath to th Pot, 
| Decently to be boi'd, and for its Tomb, 
Let it be buried in ſome hungry Womb. 


Item. Executors I will have none, 
But he that on my Side laid Sev'n to One 


And, like a Gentleman that he may live, 
To him, and to his Heirs, my Comb ] give, 


Together with my Brains, that all may know, 


That oftentimes his Brains did uſe. to crow. 


Item. It is my Will toth' weaker Ones, 


Whoſe Wives complain of them, I give my 


Stones ; | KS 
To him that's dull I do my Spurs impart ; 


And to the Coward TI bequeath my Heart : 


To Ladies that are light, it is my Will, 


y Feathers ſhall be given; and for my Bill 


d giv't a Taylor, but it is ſo ſhort, 


That Pm afraid he'll rather curſe me for't 


And for th Apothecaries Fee, who meant 
To give me a Glyſter, let my Rump be ſent. 


| Laftly, becauſe 1 feel my Life decay, 
Ne yield and give to Wisbich Cock the Day. 


Of 
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v. Of BOWLING. 
Owling is a Game of Recreation, 
D which if moderately uſed is very 
healthy for the Body, and would be much 
more commendable than it 1s, were it not 
for thoſe Swarms of Rooks, which ſo pe- 
ſter Bowling-Greens, Bares, and Bowling- 
Alleys, where any ſuch Places are to be 
found, ſome making fo ſmall a Spot of 
Ground yield them more annually than fif- 
ty Acres of Land ſhall do elſewhere about 
the City; and this done, cunning, betting, 
crafty matching, any baſe playing booty. 
IN Bowling there is a great Art in 
chuſing out the Ground, and preventing 
the Windings, Hanging, and many turning 
Advantages of the ſame, whether it be in 
open wide Places, as Bares, nd Bowling- 
greens, or in cloſe Bowling-Alleys. Where 
note, that in Bowling, the chuſing of the 
Bowl is the greateſt Cunning. Flat Bowls 
are beſt for cloſe Alleys ; round: byaſſed 
Bowls for open Grounds of Advantage, 
and Bowls round as a Ball for Green 
Swarths that are plain and level. | 
THERE is no adviſing by writing how 
to bowl, Practice muſt be your beſt Tutor, 
which muſt adviſe you tie Riſing, Falling, 
and all the ſexeral Advantages that are 0 
e 
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be had in divers Greens, and Bowling-Al- 
leys; all that I ſhall = have a Care you 

are not in the firſt Place rook'd out of 
your Money; and in the next Place you. 
go not to theſe Places of Pleaſure unſea- 
ſonably ; that is, when your more weighty 
Buſineſs and Concerns require your * 
at home, or ſomewhere elſe. 


The Charatter of a Bawling- Alley and 
Bowling-@reen. | 


| A? Bowling-Green, or Bonling-Alley, 
1 is a Place where three Things are 
| . thrawnaway befides the Bowls, viz. Time, 
: | Money and Curſes, at the laſt Ten for 
One. The beſt Sport in it, is the Game- 
ſters, and he enjoys it that looks on and 
bets nothing. It is a School of Wrangling, 
and worſe than the Schools; for here Men 
will wrangle for a Hair's " Breadth, and 
make a Stir where a Straw would end the 
Controverſy. Never did Mimick ſerue 
his Body into all the Forms theſe Men do 
| theirs; and it is an Article of their Creed, 
| that the bending back of the Body, or 
ſcruing in of their Shoulders, is ſufficient 
to hinder the Over-ſpeed of the Bowl, 
| and that the running after it adds to its 
= Speed. Though they are skilful in Ground, 
1 1 not what Grounds they have for 
lou 
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Jud lying; crying, ſometimes, the Boyt 
AIs gone @ Mile, a Mile, Fc. when it comes 
mort of the Jack by ſix Yards ; and on 
the contrary, crying, Short, ſhort, when 
he hath overbowled as far. How ſenſleſs 
theſe Men appear, when they are ſpeaking 
Senſe to their Bowls, putting Confidence 
in their Intreaties for a good Caſt! It 
is the beſt Diſcovery of Humours, eſpe- 
cially in the Loſers, where you may ob- 
ſerve fine Variety of Impatience, whilſt 
ſome fret, rail, ſwear, and cavil at every 
Fhing, others . rejoice - and laugh, as if 
that was the ſole Defign-of their Creation. 
To give you the Moral of it, it is the 
Emblem of the World, bf the World's 
Ambition, where moſt are ſhort, over, 
wide or wrong byaſſed, and ſome few 
juſtle in to the Miſtreſß, Fortune! And 
here it is as in the Court, where the neareſt 
are the moſt ſpighted, and all Bols aim 
at the other. e mg 
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